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Aidyn Chronicles: The First Mage is the first true 3-D 
role-playing game (RPG} for the Nintendo 64, If you're 
strict ly an N64 gamer, you might not be familiar with 
RPGs„ Unlike many other games in which you're 
given one character to control, RPGs often put you 
in charge of a group of characters with different 
strengths, weaknesses, and abilities. And rather 
than depending on split-second timing and pre- 
cise control, ,l 


. v ’ 
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most RPGs 
require more 
strategy to 
succeed. 


Gf course, there will be plenty of fighting, When Alaron 
and company are on the road, monsters confront them 
in 3-D scenarios. All combat in Arcfyn Chronicles is turn- 
based, meaning that every 
hero or enemy takes turns 
attacking, casting spells. or 
running aw ay when the 


odds are Unfavorable- 
Mastering the art of 
combat is essential 
to guiding Alaron 
toward his destiny. 


When Alaron and his party begin their 
x adventure, they'll have a tough time 

defeating the lowliest Giant Rat or Wolf, 
but as they progress, even the mightiest 
foes will fail to them. As is typical in 
most RPGs, your characters gain 
power by earning experience from battles, which lets 
them learn new skills, enhance their physical abilities, or 

study spells. 
Constant battle 
can be wearying, 
but whatever 
doesn't kill your 
party makes it 
stronger* 


Aidyn Chronicles is the adventure of Castle 
Gwernia's young squire Alaron, who must 
undertake a quest to save his homeland and discover 
his origin and potential. He'll face many powerful ene- 
mies — from Goblin hordes to traitors to the crown — but 
he'll have help from 
fellow adventurers 
such as Abrecan, 

Gwernia's greatest 
knight. Along the 
way, Alaron will 
meet characters 
from various races; 
some will mean him 
good, others will try 
to lure him to his 
doom. 
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Your characters witi 3 bo fare better 
in fights if they are properly equipped. 
Characters can wear armor, wield 
weapons, and carry accessories that improve their per 
formance. Sometimes you'll find these things in locked 

chests, and sometimes 
you'll take them from the 
bodies of fallen foes, but 
most often, you'll have to 
purchase them from shop- 
keepers in towns. Speak to 
every character you meet; 
you might get the chance 
to purchase something, 
find a new ally, or simply 
get some helpful informa- 
tion, Above all, keep your 
eyes and ears open — 
Alaron depends on you to 
help him get to the end of 
his story, 


This strategy guide addresses every aspect of Aidyn 
Cbronicb s. Each chapter of the walkthrough begins 
with a list of the enemies you'll likely encounter, so if 
your party isn't up to snuff, fight some weaker enemies 
for Gold and Experience Points, purchase better equip- 
ment, and/or train your party in new skills before you 
enter the next Act, 


Each walkthrough section features a detailed map of 
the area you'll be exploring, with all of the encounters, 
treasure, and special items you might come across. Use 
the map to locate 
items that will help 
your party on its 
quest. Beware, howev- 
er; straying from the 
path might lead you 
into an area that your 
party isn't ready to 
handle. 


The walkthrough is designed to help you get Alaron 
and company from one objective to the next with mini- 
mal fuss. The walkthrough's early chapters tell you 
where to find most hidden items, hut as the game pro- 
gresses and more areas open up, you'll have to rely on 
the maps to find the hundreds of hidden items; Ardyn 
Chromdes is set in an enormous 3-D world — those will- 
ing to explore it will be well rewarded. 


Finally, at the end of this 
book are three Appendices 
that detail skills, magic, 
weapons, items, potions, 
armor, and enemies. These 
will prove helpful when 
you encounter an unfamil- 
iar monster or find yourself 
shopping for better armor. 
Good luck! 
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ABR.ECAN 

■ a Captain of the Gwernian knights and possi- 
bly the greatest living Warrior in the king- 
JF' ^ dom, Abreean 's prowess in battle is 
< j matched only by his surliness in social situ- 
aliens, He never misses an opportunity to 
grumble at Alaron or Brenna, and very few of his 
compatriots' misdemeanors escape his notice. But 
behind the hard exterior is a committed, dis- 
cip lined warrior who wants nothing more 
from life than to serve his king and 
country and uphold the honor of the 
a Gwernian knights. 


There are thirteen characters who can undertake 
Alaron's guest. Because you can only have four charac- 
ters in your party at a time,, you want to give each one 
some serious consideration before deciding who to 
include. Some, such as Rbeda, might require a little per 
suading to join you. Others, such as Abreean, are 
ready to help after you've asked them 
politely in general, you want a good min of 
front-line fighters, long-distance magic users, 
and thieves. Don't put too many eggs in the 
same basket; you'll need a variety of skills to 
survive the challenges that await Alaron and j. 

company. 


Abreean, becomes available in Act 
One, when you first return to the cas- 
tle. Abreean is good for two things; 
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ALAHON • 

-• Aidyn Chronicles' main character, 

Alaron. is a headstrong young squire 
from Gwernia whose eagerness to prove 
himself often conflicts with his Inexperi- 
-J ence. Orphaned as an infant after a Goblin 
raid, Alaron was adopted by the King of 
Gwernia, who seems to have a special affec- 
tion for the boy. The knight Abreean, 
however, resents Alaro-n's headstrong 
attitude and fears that if Alaron ton- 
tinues to leap before looking, he'll 
1 ' • tarnishthe reputation of the castle 
|| knights. ..if Alaron lives long enough 
to become one, that is. 


Alaron is a good all-around fighter 
with some talent for magic. He is best 
used as the second melee fighter in the 
party (after Abreean) or as the primary 
Wizard {if you don't choose R he da or 
Godric,!. And although no character can 
be resurrected after reaching zero hit 
points, the game actually ends if Alaron 
Is killed, so building :him up as a magic- 
using melee fighter is a good idea- 


absorbing punishment and dealing it 
out. He is vital to any low-level party 
because he's able to destroy 
Minotaurs and Goblins without 
breaking a sweat while the weaker 
adventurers are having trouble with Giant Rats. 
He should be at the front of any combat, hold- 
ing enemies back from the other characters, 
who are free to attack with magic or missile 
weapons (or to heal Abreean]. Build up 
Abrecan’s already impressive physical stats 
and keep him in good armor and weaponry 
and you'll have little to fear. 


B(\ENNA 

-£j— — You J d never know it from watch- 
T. ~M ing them, but the constantly 
® feuding Brenna and Alaron 
~ ,4? J are actually the best of 

KJJ f r ] enc j£ They have a great ^ 
deal in common: Brenna was also 
orphaned while very young, but unlike Alaron, 
she had to make her own way in the world for 
a little while before being taken in by the 
King, which is why her thieving skills are , ■ 
unmatched, Like Alaron, she feels as if 
she doesn't get enough respect in 
Gwernia, especially from Abreean, and 
she wants to find her place in the world Jf 
as badly as Alaron does, 
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Although she hates being celled a Thief r the fact of the 
matter is that Brenna rs a Thief, and 3 good one. 
Without her Thief skill, Alaron 's party has very little 
chance of getting the goodies out of locked chests. And 
'without her Mechanician skill, some of those chests tire 
likely to blow up in the party's face. Developing her tal- 
ent with thrown weapons makes her a worthy addition 
to the group. You can take Brenna into your party in Act 
One, when you first return to the castle. 


As much as you might like Godric's a any antics, he's 
probably not the best guy to pick for your party. 
Although he is a skilled alchemist, the Alchemy skill is 
one that any character can pick up and improve, com- 
pensating fqr his absence. Also, his potions require 
plenty of Herb, Spice, and Gemstones, so if you're hop- 
ing to use Alston's or Rheda's spells, you may be frus- 
trated by how quickly you run out of materials, 


Decan 

— ja- - A former G we rnian knight, 

Becan left Gwernia and the 
i King's service after the 

- j* Goblin raids of 
^ Abron's early child- 
hood. His resi- 
dence in Gwernia Is still jflj ■ > 

unoccupied, though, and he 
left his journal sitting on the 
kitchen table. It reveals that 
Becan did save the King's life, 
but he seems to have some 
regrets about the way he did 
it. Alaron can find Becan 
peddling wares in the a 
Mirarf village Erromon. Mjk 
If Abron is especially 1 

persistent, he can w 

convince 
Becan to 
once again 
take up the 

axe and crush some Goblin skulls. 


RHEDA 

High-strung and as demanding of oth- 
ers as she is of herself, Rheda is the 
- apprentice of the Wizard Bowden, 
When you first meet her, she's trying 
to remove a curse bid on her friend 
Niesen by Shamsuk, a Gwernian politi- 
cian who's a tittle on the power- hungry 
side. She'd rather gpend her time at 
the castle trying to cure Niesen, but if 
Alaron Is persuasive enough, he can 
get her to join him on his quest. 




Skilled in the magic 
arts, Rheda is an initial- 
ly weak Wizard who 
can become a powerful and valuable 
member of the party, provided there 
are a few warriors who can hold 
back the monsters, Rheda 
works best as support for 
the rest of the group, 
casting defensive and 
offensive spells. M 

Improve her defensive ™ flj 
stats, pourXP into her 
Wizard skill, and teach 
her every spell you J • 

come across. * y n 


B scan's fighting skills are comparable to 
Abrecan’s. His biggest disadvantage is that he's 
slow. He doesn't get as many attacks as other 
characters and can't move as far during his turn 
You can remedy his slowness by boosting his 
Dexterity with XR Having Becan and 
Abrecan in the same party ensures a solid 
wall of blades and armor through which 
few enemies can pass. 


■ GODRIC 

- - Godric is nuts. He lives in the T 9, 

basement of the Wizard's *4| 

-a- Keep, guards his laboratory with 
j Giant Rats and Bats, and can't remem- 
-cTZ_ — _1 ber conversations he had five minutes 
ago, His talent for Alchemy and his scattered 
knowledge of Gwernian history, however, almost 
make up for his mental lapses. You can invite 
Godric to join you in Act One, when you first return 
to the castle. 
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Kee l in 

— The daughter of well-to-do traders in 

Tale wok. Keel in turned to a life of mis 
VTw <3 chief when she was quite young, and 
she's only gotten worse as she's 
= grown. If she can't get her way by 

using her womanly charms, Keelin isn't above 
using her light fingers or ever-present dagger 
to get the job done. The party first encounters 
her at the bridge to Port Saiid, and she 
becomes a selectable character at Port Saiid's * 
Four Winds Inn. 1 


Arturo's only good for one thing: fighting. Fortunately, 
he's really good at fighting. Mot only can he dish out a 
great deal of damage, he can also absorb a lot of pun- 
ishment. By the time Aiaron meets him. he might be 
ready for a break from Abrecan, and Arturo is a worthy 
replacement. 


w NlEJEN 

& Niesen, one of Rheda's best friends from 

S Gwemia, was cursed by the Wizard 

Shamsuk just before the beginning of the 
game, If he does not find a cure soon, he 
will slowly become undead. At the start of 
Alaron's quest, Nfesen is only mentioned by name. He 
appears for the first time in Talewok, at Herne's Inn, 
t and is available as a playable character when the 
L party reaches Term! non He and Ala re n share much 
WL more of a past than either of them realizes. 


Keel in is Brenna's rival in every way, By the 
time Aiaron meets Keelin, Brenna has start- 
ed hinting that she J s a little jealous of the 
female attention he's been getting.. .and 
Keelin gives Aiaron a lot of attention. She's 
also a very talented Thief, but would Aiaron- 
ever confess that she might be more talented 
than Brenna? 


Niesen is a very powerful and knowledgeable 
Wizard of the Elemental school and a decent 
. alchemist. He's not much For melee combat, 
E but he starts out with enough Stamina and 
Endurance to take a few good hits, and his 
arsenal of anti-Necromancy spells comes 
in handy against undead monsters. 


ARTURO 

i s . — | With a head at thick as his 
iK | Improved Plate Mail, Arturo is 
■E-V ^3 the quintessential big dumb 
fighter. His father was a 

‘ & — —I Gwernian knight, but the closest Arturo 
ever got to meeting him was receiving his armor after 
he died. His drive to live up to the honor of the Code < 
Knights is limited only by his almost subhuman lack of 
Intelligence, The party meets him while he's " guarding 
the bridge to Port Seiid, not letting even legitimate 
travelers and merchants pass. 


\ 
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5HOLEH M 

— A Jundar woman jyr 

living in the djr 

desert near 

Sholeh is 

one of the few of her 
kind who does not display 
the customary Jundar dislike 
and distrust of h Limans. She discov- 
ered the blind Wizard Fyrs'ii in the 
desert after he failed to stop Mago’s 
magic storm, and she has cared for him 
ever since. 


DONGVAN 

r - — -rti - Swashbuckling superhero or 

self-absorbed sword- 
, .s slinger? Donovan thinks 
v?4» very highly of " 

— himself. ..so highly, in 
fact, that he has grown tired of giving 
fencing lessons to the children of 
aristocrats in Terminer, and longs for 
adventure. His prose (and armor) T a 
lean toward the melodramatic, but 
his skills as a Warrior and a Wizard 
compensate. 


Donovan is available as a playable 
character at the beginning of Act 
Five. Find him in the last room on 
the right in the Staggering Ogre 
Inn. Rheda r s obligation to 
Alaron's quest ends with Act 
Four, so Donovan (who Is a 
Naming Wizard, like Rheda) 
might be a good replacement * 
for her. 


Sholeh is a strong warrior, deadly 
with missile weapons, and a 
good choice if you need to add 
some long-distance power to 
your party. 


DOUGAL ; 

Doug a I is one of the last playable charac- 


is one 

ters your party encounters, and one’® the 
<:■ .j'; 3- most well rounded. He's an accomplished 

^ J Warrior and Troubadour, with strong Thief 
— —I skills and some powerful magic to boot. 
Find him in Terminor's Staggering Ogre 
tnn after completing Act Five, 


BAIHD 

I r t i -H Baird's sheer size could give Arturo's bulk a 
run for its money, but, unlike Arturo, Baird 
11 » f <i- has something between his ears. He Es an 
able Warrior, and he fancies himself a poet. 
He will regale the group with tales of their 
legendary quest at every opportunity (even if he does 
run into a couple of tricky rhymes along 

a the way). More importantly, he 

claims to know the jundar 

j desert south of Termlnor like 

if V' the back of his hand. 


Unfortunately, Do u gal is a little too 
good to be true, which you wiil dis- 
cover if you add him to the party. 
When you reach Rooughah's Lair In 
the Erromon tunnels, Doug a l 
reveals himself as a traitor 
to the group and a ser- 
vant of Rabiset and Chaos. 

He threatens to steal the 
Horn of Kynon and fights the 
party for it- Even If you win, 
you'll still be short a party mem- 
ber, Avoid Pougai at all costs. 


You'll find Baird hanging 
rm around the Staggering Ogre 
4 Inn's entrance at the begin- 
ning of Act Five. By the time 
the party returns to Terminor after 
Act Four, they've probably out- 
grown Arturo, and Baird's axe is a 
fine replacement for Arturo's 
sword, Baird is also a talented 
Lo remaster and Troubadour, as 
opposed to Arturo who isn't a tal- 
ented anything. 
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with dialogue. Once you have seen a cutscene in the 

have also 


game, you 
un tacked it in the 
Theater screen. 


Like most RPGs, Atdyrt Chronicles relies on a series of 
menus that let you load and save games, equip your 
characters, check Alaron's Journal, and much more. To 
access the Main menu, press START any time during the 
game except during a conversation or a battle. The 
Main menu is divided into three main sections— the 
Game, Character, and Trek menus. 


THE GAME MENU 


The Game menu is where you manage your game files, 
t ; i adjust the game set- 

9 tings, and access the 
. HnaTl Help menu. 


The Character Menu 


The Character menu shows your characters' health, sta- 
tistics, what they have equipped, and which skills and 
spells are available to them. The Equipment diagram on 
the left side of the screen shows which weapons, armor, 
and items a character is carrying. The character's level, 
& s — — — — | hit points (HP), and 

gold are displayed in 

- *n I hi ^ ie upper- right corner. 


save tiAmc ai>C> IoaCi QAme 

Use these options to save your characters' progress and 
load saved games. Use all four of the Controller Pak's 
i j a— i save slots for the same 

have as 


game so you 
many as four different 
times and locations 
from which to continue 
your game. 


inventoRY 


The Inventory lists every item the party owns. Selecting 
a new item automatically replaces any equipped item. 
Mot a I Mte ms can be equipped; pressing ® with a 
potion highlighted will use that potion on the selected 
character, and items at the very bottom of the list are 
j fl s- j special items used 

I J - t ?J| actor interactions and 


options 


From the Options menu, you can adjust sound, music, 
and graphics, as well as rename Alaron. Renaming 
Alaron is useful when more than one gamer is using the 
— — ti\ same Controller Pak, 

T»v \ because the Alaron 

character's name is 
i displayed with every 
: -v . saved game. 
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SUtS 

The Stats submenu lists a character's six statistics 
(Intelligence, Willpower, Dexterity, Endurance, Strength, 
and Stamina) and their appropriate values. Numbers to 
the right of the statistics represent combat bonuses (for 
high scores) or penalties (for low scores). Below the list 
of statistics are the character's unspent Experience 
Points (XP), total XR and the number of XP required to 
reach the next level, See The Battle System below to 

find out how statistics 
and experience affect 
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your character. 


skills 

The Skills submenu lists a character's current skills and 
proficiency level. Again, numbers to the right of the 
skills represent bonuses or penalties for high and low 
scores, respectively. See The Battle System below to 

find out how skills 
affect your character, 



Magic users have their spells listed in the Spells sub- 
menu, If a character has no s pel least! ng ability, this sub- 
menu will be empty. 
See The Battle System 
below to find out how 
spells affect your char- 
acter. 



the Trek Menu 

From the Trek menu, you can see your current position 
on the World Map (if you have one), check the date, 
camp, or read Alaron's Journal, 

WOttlfc imp ahC» CAlenfurc 

If you've acquired a Map, it will be displayed on the left 
side of the screen, with a small blinking star indicating 
your party's position. Names of towns also appear on 
the map, but not every important location is listed. Ta 
the right of the Map is the Calendar, which indicates the 
month and day (represented with a black square), and 

also gives the phases 
of the moon, essential 
for Lunar-aspected 
characters. 
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CATlip 

Camping is a good way to kill Time and heal injured 
party members without using a lot of magic or healing 
potions. When you camp, your characters will either 
sleep peacefully and recover 1/4 to 1/3 of their HP, or 
monsters will ambush them during their rest. Its best 
to camp when night is falling (and your characters are 

mostly Solar-aspected} 
or when it starts to 
rain heavily, because 
rain brings a number 
of combat penalties 
with it. 
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Alaron automatically records important Information in 
his Journal, and a message appears letting you know 
x x — — - 1 that the Journal has a 

r new entry. Review the 
• ife. Journal entries when- 

ever you need to jog 
your memory. 
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Knowing how to fight is the only thing between you 
and annihilatioru.-or at least a good deal of frustrated 
restarting. Here, well take a look at the characters' 1 
abilities and the elements that affect battles. 

Character Stats 

Most of your character's abilities are determined largely 
by six statistics: Intelligence, Willpower, Dexterity, 
Endurance, Strength, and Stamina, You can raise these 
statistics with the Experience Points you acquire from 
battle. Higher-numbered statistics require more XP to 
raise than lower- numbered ones do. For instance, 
raising a character's Intelligence from 18 to 19 is more 
costly than raising it from 17 to 18, Each statistic 
affects your characters' chances of success in battle. 

intelligence tin] 

Intelligence affects your characters' spell casting 
ability, A higher Intelligence increases the likeli- 
hood of successful spell casting. It also slightly affects 
your characters' 1 use of ranged weapons and determines 
the effectiveness of knowledge-based skills, such as 

Lore-master. High Intelligence is a must 
for all magic users. 
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Your characters' Willpower 
scores determine their 
resistance to spells cast 
against them. With high 
Willpower, enemy spells 
* do less damage and may 
fail altogether. Early in 
the game, when few 
enemies use spells 
against you, Willpower 
is not a critical stat, but 
as enemies become 
stronger and use more 
offensive spells, every character 
should work toward improving 
Willpower. 


enCiURAtide It' it) 

Endurance represents the 
amount of real, physical damage 
your characters can endure. 
When a character's Endurance reaches 
zero, that character dies. Endurance— along with the 
character's level and Stamina* — determines the number 


4 


of HP the character has (see Hit Points and Taking 
Damage below). Because Endurance is so critical, all 
characters should develop it, but those who will 
be spending a lot of time on the front lines 
should focus especially on it. 

fievteRity isxi 

Dexterity serves a three-fold purpose: It 
determines your characters' ability to hit 
enemies with ranged and hand-to-hand 
weapons, affects your chances of dodging 
enemies' ranged and hand-to-hand attacks, 
and determines your characters' move- 
ment speeds during combat and the num- 
ber of actions they can take per round. 
Because Dexterity is such a versatile 
skill, all characters should develop it— 
especially magic users and thieves, 
who can't rely on brute strength. 

physical staemyth ipsi 

Physical Strength (Strength) is to a fighter 
what Intelligence is to a magic user, It determines a 
hand-to-hand blow's chance of landing, and affects the 
amount of damage the blow does. Because this stat 
applies only tp hand-to-hand combat, magic users and 
those who attack with ranged weapons don't need to 
spend a lot of XP raising it, but your warriors should all 
improve their PS as quickly as possible, 

sum IDA 1st] 

Stamina determines your characters' energy reserves. 
Every time a character performs an action, such as cast- 
ing a spell or picking a lock, that character's Stamina 
decreases. As one of the three factors that determine a 
character's hit points, Stamina also decreases when a 
charactertak.es more points of damage than his current 
ievel (see Hit Points and Taking Damage below). 
Characters recover one ST point for every combat 
round in which they do nothing. Stamina is relevant to 
all characters' skill and magic usage, as well as their HP, 
and should be made a priority for everyone. 

Level (Ml 

Though not technically a statistic, levels affect perform- 
ance like stats do. Rather than having to spend XP on it 
as with the stats, however, a character's level automati- 
cally increases when his total XP reaches a certain num- 
ber of points, A character's level is added to virtually all 
actions, and each level the character reaches gives him 
or her another hit point (see Hit Points and Taking 
Damage below). 
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JKILL5 AND MAGIC 

There's more to combat than just wading 
into the fray with a Broadsword, and 
that's where skills and magic come in, 

Like stats, skills are improved by 

spending XP, but you can only 

acquire new skills with the help of a 

trains in A trainer can also teach ^ 

magic spells, but you can learn 

those by reading scrolls as well, ^ 

A high skill rank increases the r>^ 

chances of success En activi- 
ties directly related to the skill, 

A high-rank Stealth skill, for 
example, gives the party a better 
chance at sneaking by enemies. 

Most spells can only be cast with the 
appropriate materials {Herb, Gemstones, 

Spice, etc,); if your characters don't have 
the materials,, they can't cast the spell. 

Trainers will offer to teach you new 
skills or improve old ones. If you accept 
the offer, you'll see a menu of all of the 
skills the trainer has to offer, with 
ranks next to them that represent the 
highest rank the trainer can teach. If 
your character already has a skill rank 
higher than what the trainer has to 
offer, that character can't learn the next 
skill rank from that trainer. You can find a complete list 
of skills and spells in "Appendix A: Skills & Spells" at 
r - — jJ i - — - n the end of this guide. 


Each enemy has an 
Aspect as well, which 
you can determine by 
using a Sense Aura spell. 
^ % Use this information to your 
advantage! If you come 
across an unfamiliar Solar- 
I aspected monster during the 
day, you might want to flee 
and return once the sun has set, for example. You can 
also use Potions of Aspect Change to temporarily align 
characters and monsters to their opposite Aspects. 
Aspects have a great deal of influence En all realms of 
Aidyn Chronicles, and the difference between paying 
attention to them and ignoring them is as great as 
the difference between victory and a dirt nap. 
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HIT POINTJ AND TAKING DAMAGE 

Each character can take a certain amount of punishment 
before giving up the ghost. Each character's hardiness is 
measured in hit points, represented by a colored bar 
next to the character's portrait 3n combat. Every time an 
enemy strikes a character or a trap is triggered, the 
character takes a certain number of HP worth of dam- 

• - | age. If a character's hit 
| j ( points reach zero, that 
v | a character dies, and 

. there's no resurrection 

f ip** TO, j ^ _ in Aidyn Chronicles. If 

s Alaron dies, the game 

is over. 
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Aspects 

Characters' Aspects also determine their effectiveness 
on the battlefield. Every character is either Solar- or 
L un a r-aspected— represented by a little sun or moon 
under the character's portrait in the Character menu. 
Solar-aspeCted characters fare much better in daytime 
combat and speil casting and suffer penalties at night. 
Lunar-aspected characters gain bonuses to their attacks 
and spells during a full moon and suffer penalties during 
a new moon. 
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Jgft points are determined by adding the character's 
"level, Stamina, and Endurance.. When a character at full 
HP is damaged, HP are deducted first from the charac- 
ter's level (though the actual level and corresponding 
bonuses are unaffected); then from the character's 
Stamina (which reduces the number of actions the char- 
acter can take); and finally, from the character's 
Endurance. Hit points can be recovered by using the 
Healer skill Healing Potions, other healing magic, or by 
camping. -When hit points are restored, so are the char- 
acter's Stamina and 
Endurance stats. 

rf r A character with no 

Stamina cannot cast 
j^;| spells except those 

cast from magical 
[ devices, unless the 

^ character is carrying a 

Stamina Battery item, 

j -y Furthermore, a charac- 

{ } ter with no Stamina 

■ - rh — suffers dramatic penal- 

ties to neady all 
actions. Recover hit 
points as soon as pos- 
sible during combat, 
because an Injured 

H - character may suffer 

even more damage 

£ J with diminished 

" ^ 1 ra— — r-jJ Stamina. 
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ENVIRONMENTAL EFFECTS 

The battlefield terrain, positions of the attackers, weather, and 
even time of day pi lay roles in determining who will emerge 
victorious. 

Dote 

The bonuses and pu collie* pres.i'n(fJ here appU ipphysk'jl tom- 
Lur (inly. Mmcmcni. posit inning, mmiIict, jttJ iht unit of day do 
nol .lltt'Ll majtic. 


AUiUkV 

"Seize the high ground" shottEd be your mantra in combat. 

For every game meter a character stands above an enemy, 
that character is one percent more likely to hit that enemy. 
Likewise, for every game meter a character is below an 
enemy, hitting the enemy rs one percent less likely. This usual- 
ly isn't very significant in hand’to-hand combat, but a skilled 
archer or knife-wielder can turn such bonuses into a 

■tft substantial advantage. 
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Back Atx.\ck 

Positioning your character directly behind an enemy prior to 
Attacking improves that character's chance to hit by 20 per- 
cent, Additionally, a character with the Thief skill gets an addi- 
tional 10- percent bonus to hit .and a 2- HP damage bonus per 
rank of Thief skEEE. The back attack can also be used against 
jii you, so don't leave your 

| characters' backs 

i jr exposed during combat. 
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time of Cuy 

Once the sun goes down, even Luna respected charac- 
ters suffer a small hand-to-hand combat penalty and a 
fairly significant penalty for ranged combat. Magic 
users can reverse the eHect by casting a Light spell 
[which basically changes the time of day during the 
battle), but keep in mind that your enemies will also 
reap the benefits. 


distance 

Ranged weapons are good for hitting targets at a distance, 
but too much distance means penalties to hitting, For every 
game meter beyond five meters between the ranged 
Attacker and the target, the attacker suffers a one 
percent penally to hil. That makes other potential 
bonuses, such as altitude and bad? attacking, 
even more critical for those who don't wart to fire ^ 
until they see the whites of their enemies 1 ' eyes., 


aspects ah £) s LAin in a 

As. mentioned earlier, Solar-aspected characters receive com- 
bat and magic bonuses during the day and penalties at 
night. Lunar-aspected characters get combat and magic 

bonuses during a full moon and penalties during a new 
moon- An attacker with zero Stamina suffers a penalty 
to ranged and hand-to-hand combat, and cannot cast any 


movement 

If a character making a ranged attack 
does not move or moves only a very 
short distance, he gets a small bonus to 
the attack. It he moves a couple of meters, 
there is no bonus. If he moves several 
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meters or more, ihere is a penalty to the 
attack. These bonuses and penalties do not 
apply to hand-to-hand combatants, who 
can move as far as theii Stamina allows 
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Your characters will not be stopped by rein, snow r or fog, but 
they might slow down a- bit. Ranged combat can be penalized 

by as much as 30 percent 
t if the weather is particu- 
lady nasty. However, 
weather does not affect 
hand-to-hand combat. 
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Act One: Owernia 
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Aidyn C bronic/os begins with a cutsoerie of Gwemia J s cook, 
Gabnon, searching the castle {at the King's request) for the 
young squire Alaron. He first encounters the knight Abracan, 
who complains that Alaron mis- enchanted his sword. Then he 
meets the sorceress Rheda, who accuses Alaron of taking 
magic items from her laboratory. Finally, he speaks with Prince 

Sheridan, who says 
that Alaron has run 
into the forest to res- 
cue i\ missing "farmer. 
During this cutscene, 
we see that Alaron 
has left the castle., 
and when the game 
begins, Alaron is in 
the forest, calling for 
the farmer Kendall. 
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Next to Alaron's start- 
ing position is a chest, 
□pen it to find Heating Potions, 
which will be useful after the coming 
battles. Collect the potions and head 
down the short embankment to automat 
ically enter snto a conversation with Yuli 
and Edur. two members of the 
gnomish Mi ran race, They say that 
Goblins have invaded the forest and 
have been attacking caravans and 
traders. Yuli and Edur were lucky to 
slip by with the spice they've carried 
from the southern town of Taiewok 
When Alaron asks them about 
Kendall, they reply that they did 
not see him. They conclude by sell- 
ing Alar on a bit of spice at a dis- 
count,. and then warning him 
about fighting anything more 
powerful than Rats or Bats and 
about traveling at night. It's good 
advice, so Follow it, 
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From the point at which you get control of Alaron, you can go 
northeast or east. Head east.. You will likely have one or two 
very short and simple fights with Giant Rats or Giant Bats. 
Don't use the Experience Points (XP) you get from the fights; 
you'll have a much more valuable training opportunity in a tew 
minutes, so collect as 
many XP as you can, 



As Alanon moves farther east, he encounters a Spirit running p 0 
through the forest, and notes it in his Journal. Kendall's Hat Is 
on the ground just past where the Spirit appears. Pick it up. 
then walk forward and face south to see the first of many 
Portals youMJ encounter. Get a good look (standing under- 
neath it won't do anything yet; you need to find another one 
before it will activate), There is a southwestern path leading 
from the Portal back 
to the Start point; fol- 
lowing this path leads 
you to two chests and 
a pile of Gold under a 
tree. After collecting 
your finds, return to 
the point where you 
found Kendall's Hat. 
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At the next fork, go northeast; you'll find a chest containing 
some Gold in a little alcove to the southeast, and another in 
an alcove to the north. Continue northeast to find a small pile 
of Gold lying under a tree on a ledge to the northwest. 
Continue along the northern path, following it as it curves 
southwest. You will encounter two more Mirari — GoUone and 
Zurene. They are surprised to see Alaron, and warn him that 
he doesn't have magical Mirari protection from the beasts of 

the woods. Alaron 
reveals his dislike for 
his mentor, Ab recan, 
whom the Mirari hold 
in high esteem. Their 
conversation ends 
with another warning 
to be careful. 
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Backtrack slightly northeast and follow the western dirt path. 
To the south is a side road; rf you follow it northeast, you’ll 
come across another alcove with a chest. Grab the Gold in it, 
then exit the alcove and head west. You encounter a well and 
a stone tower with a 
locked door that 
Alaron can't pick. Take 
the path to the south- 
west,, past the wheel- 
barrow, and you'll 
encounter a Goblin, 
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Alston regains consciousness in O/iana's house, 
you ask her what hap- 
pened, shy replies that 
Alaron had a vision,, 
probably due to a Spell 
or poison that sh e 
can’t heal. She encour- 
ages hiim to head back 
to the castle and con- 
sult the healers there; 
she's lit a path For him 
to follow so he doesn’t 
get lost. 


The Goblin wants to fight, but Alaron wants information on 
Kendall’s disappearance. The Goblin tails Alaron that Kendall 
is dead, and more Goblins surround Alaron. You enter into a 

— — fight with four Goblin 

j Poisoners. You can’t 
^ win this fight: lei 

Alaron be poisoned 
end lapse into uncon- 
q, sdousness, which 

. J L 

“ should happen after 
one or two hits. 
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Request spell training from her and learn Strength and Air 
. ^ I Shield, Healer is good 

to pick up as well, if 
you have the HR 

* Speaking to Oriana 
again and asking dff- 

; ferent questions won’t 

provide you with any 
new information. 
Leave her house 
through the door. 


When Alaron awakens, he finds himself in a strange house 
with an unfamiliar woman. She tells him that he is safe and 
well-hidden and that she found him in the woods and brought 
him here. Alaron accuses her of being a witch, and the lady 
retorts that she's Ghana, the healer who saved his life. Alaron 
calms down and tells ^ — 

her how he came to 
be En the forest; he 
seys he thinks he 
remembers a woman 
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Goblin ambush. J 
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Alaron then slips into a trance. Ho r s standing on a flat blue 
plane with a Goblin, a spidery-eyed monster, and a blonde 
woman- As the monsters threaten, him, the woman tries to 
convince Alaron that he wasn't looking for a farmer, but rather 

— 0 - • for hfmseff in the 

woods She tries to 
rnrtvln.ee him to stay, 
and a huge mult 1 1 
imbed monster with a 

J flaming 

and threatens 


appears 

Alaron. 
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Or Sana's house is the stone tower you couldn't enter before 
the Goblin ambush. Follow the trail of glowing white balls to 
return to the castle (much of the treasure off the path is in 
chests that Alaron can't open without Thief training). 

Along the way, you'll encounter Gotzone and Zurene 
again, They know Or Ians well and speak highly of 
her. They will also tell you that the Portals act as 
teleporters across targe distances, and you can 
only use the ones that you have touched. That 
Inspires a Journal entry: "Gotzone and Zurene toJd 
me about the odd Portal 1 m Orsin forest. /• 

Apparently sorcerers s,,, — . — 

used to fly /reefy "1 * 

from Portal to ^ JT F* \\ 

Pwtriy.t can't wah 1 1 ‘ ’ \ 

to try it/ But where 

is the match for the . j, . 

Gjsrn Port al 7 " * ^>1 - 


After the conversation , follow the lights until you reach a 
sign pointing the way to Gwernia. You should encounter 
very few monsters, if any. As you walk past the 
sign, a Gwernian knight approaches. He is 
relieved to find Ataron, who has apparently 
been missing for several days. Alaran relates 
his tale, and the knight tells him to follow 
the path to the castle without defayr 

A ! Abrecan is waitinq for him. When the con- 

r ^ 'r", ■ ^ j 

^ versation is ovei, follow the basic, path 

* the knight described, but refer to the 

|f® map to see what you'll find rf you wan- 
der slightly off the path. Don't go too 
far, however, because Minotaurs and 
Wolves prowl the forest, and they're 

| I — l l mUC ^ more 


A vunBi wsi end lc'nawtn.-^r j’.hi 

■ur s>« «-rt :,>c ftihu'i. aryl -Ato 
■ .' :■ ■ ■ ;jfl L ic t?P w.t;! will WTri*, 


a* 
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You pass the Gwerninn fjrms before? entering the city proper'. In Ih-Ci 
city, you- find two shop^epersArainers who have just oboul eva-fy^ 
thing A beginning adventurer needs, Vou might wont to wait until you 
have your party together before training 50 you'll know each charac- 
ter's skills and which ones need to be improved most. 


note 


shopkeeper /Trainer it i sells llu 1 toIJmvjnji items; 6 lulm); 
IViliuit, <Juh, IJ.i^er. Hatchet, Hunter's lk>v\ h iilKl Javdin, 1 le 
can iniin your party in Vhhrimii.HU ll j nk l. Diphun-n (Rank tj. 
Healer (Ltunk j j h I.UHrmiMtcr i Rilflk r i . Men hsmkLin fH.ink i 
Merchant I Rank *J t Ringer (Rank I j, Siealih (Rank TJ, J'hiei 
i Rank i) h Cmub.idour : Hank 1 1, Warrior ( K.mk n. Wizard (Rank 
I I. Hailed iRjok ik Missile .R,ink < . IVilt iRiink i ) P and Siviird 
iRink ik 
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primus Official’ €>tratecjij (Duibc 


The King sends you 

on a mission to 
Erromon, home erf the 
Mirari, to find a healer 
to core your poison,. 
He gives you a letter 
to deliver to the 
Mirari king, Txomin, 
and insists that you 
take along two com- 
panions. He 


Shopkeeper /Trainer #i veils [he fbllowirtu it tuts: If eating 
Pm ion, CiL'nvtnrc.% Hurih, urJ Spier. Hi 1 can 11 un yimr party in 
Alchemist (Rank 1 1 . Dfpfnmai: (Ranh i 1 , I leafer iRank i)< 
Luremusier {Rank i), Media rikian [Rank si, Merchant iR,mk i>. 
Ranger (Hank i), Stealth {Rank. i)_ line!' 'Hank i) t ( rernb jdiuEir 
(Rsink i ), Warrior (Rank i), Wizard [Rank n T flatted (Rank i) T 
Miss ill* (Rank r|. Pole i Rank n + Sword .R.irik ihmiwl 
iRiink ij, and Shield (Rank i). 


gives you j | j 

four options; ^ I 

Abrecan the knight Brenna the thief, Rhedffthe mage,, or 
Godric the alchemist, Trahern will equip your party before 

pr you leave. Finally, King Phelan requests that you 

speak to Gaboon and to Kendall's family before you 
go. He also promises to knight you ff you return vic- 
v torious. Alaron records the events in his Journal, 
Note that "The Mirari five west of Gwernia, even 
further west than Orfana's hut, " 


Follow the stone path 
between the two tow- 
ers arid along the cas- 
tle bridge. Abrecan and 
Prince Sheridan are wait- 
ing for Alaron outside the , 
castle, Alaron relates his 

story, and Abrecan sends Prince Sheridan to visit 
the castle trainer, Trahern, and tell him that Alaron is 
safe, But Sheridan doesn't leave immediately; he 
eavesdrops on Abrecan and Alaron's conversation 
about Oriana. Abrecan sends Alaron to the throne 


Once your audience with the King is finished, 
exit the way you came in. You'll run into Abrecan 


room to meet with King Phelan, saying that after 
meeting with the King, they'll talk to Caching, 
the MErari healer, and ask Bowden, the castle 
magician, 
what to 
do next. 



After the conversation is over, enter the castle gates. While 
inside the castle, you have a small map of your location (press 
■§) to toggle between a small view and a larger view,'. Follow 
the red carpet around the courtyard and down the stairs You 
encounter Brenna there. You can enter Into a short conversa- 
tion that is actually more of an insult contest- Finish speaking 
to her, then follow the carpet to the throne room door and 

enter. You begin in the 
waiting room; go 
through the doors to 
the left {the double 
doors with the blue 
plaque to the left of 
them). Head up the 
stairs and speak to 
King Phelan. 




at the rear of the throne room and automatically 
begin a conversation with him, in which Abrecan gives 



Alaron a stern 
lecture about 
duty and the 
virtues of a 
knight. With the 
lecture com- 
pleted, it's time 
to rustle up 
some traveling 
companions. 



Of the four prospective allies the King recommended, only 
one is essential. Without Abrecan in your party, your low-level 
characters will have a tough lime defeating even the weakesrt 
enemies. To find Abrecan, exit the throne room through the 
doors opposite the ones you entered through. Talk to him and 
prepare to do some kissing up If you want his services. To get 
Abrecan in the party, answer; 

i. 'wn i must Ask you " 

3. nn.ivc .vr>i> OAli.vrH. 

sir AftnecAft-" 
i. T know you arc s 
luiEhTAL warrior 
mAYiMr’ thf. nest the 
kincOom hAS tvi'.ir 
known.,/ 

Then, wipe the brown 
from your nose and 
decide who's next: 
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Brenna: Even low-level Thief skills are effective for things such 
as opening locks and backstabbing, so Brenna is b strong 
choice for your third party member. To got her to sign on, 
meet her in the castb courtyard, where you last saw her. Taik 
to hen and shell remind Alaron of his appointment to spar 
with Prince Sheridan in the training room. Enter the door in 
the courtyard's southwest corner, walk through the room with 
the two guards, and you'll encounter the Prince and Tr^hern, 
Speak to Sheridan,, who will duck out of the deal, then go 
back outside and talk to Brenna again. She'll join up if you 
answer; j - i i r 

1 u>t kmc, is scnO 
inq me to 
cnadnHiii 

2 ■ VVllAt woulC* yew 

s.\y to commii F , v -9 ‘Jk-jjij v 

aionci with me’' 

3 , it collie wofifc" 

i. Tisuar, micniiA 

join vnyway’ fT^ 

5 . J yes. t'm suh&‘ r?j| 


& ■ I Godrict Godrie is pos* 

sibly the least valu- 
able third party mem- 
her. His claim to fame 
Is hts Alchemist skill, 

^ ; t , ! h but any character can 

learn that and bump it 
Up with XP to com- 

m Mitfr'aiM., hu«i» P ensate for CiQdriqs 

Br«n iturr Cmn noi nftwv- ... a bsen ce, Howe ve r, if 

VrTy you really want him, 

* r “ 1 go to (jodric's labora- 
tory underneath the library — it's guarded by a couple of low- 
level monsters. You'll have no trouble defeating them, but, 

what a nut, huh? Enter the laboratory to find Godrie and 
keep talking lo him until you run Out of questions to ask. He 
won't join you yet, but he'll give you a good deal of Alaron's 
history. Leave his laboratory and then reenter. Talk to him 
again (he won't remember you), and this time answer; 
i. I'm i5f.mo sent on a quest." 

■2 ’will you join mo in my questr 

3. it would w- reLU u if you left the onr-oi stuff Behind.' 


Next stop: Visit Gabrion’s kitchen on the second floor of the 
castle (see map). He's delighted to see you, and has some 
information. He caught Sheridan Fn Alaron's room while Alaron 
f i ! — | was gone. Hmm. After 

visiting Gabrion, 
speak to Trahern, who 
will equip your party 
and ask you to find his 
, old sword, 


Rheda: Rheda is a good choice for your third member, 

although her spell casting will be severely limited by your 

characters' lack of Gemstones, Herbs, and Spice- 

Then again, the fourth parly member you get 

(during Act Two) will be a burly warrior 

in the style of Abrecan, so you might . ; 

want to take Rheda to bump up the 

magic a bit. To got Rheda to join, run 

into her in the room you passed « f 

through before entering the throne ’ 

room, engage her in conversation, and 

answer; if 

i. "i net A Lo Lvlk in you.' | ' 1 HU 

i WBOilt th£ tjRwp,. . ' M ft*' J 

x Turn woulft you likf. lo join mcr g 
\ iH'Ally think you should i.orne jL 
with me * Jr VEl j 


(Lt«L| IMM Oikf UHunni, TIhiI 
mn ire* -nn. ..ncjc Y&r SMm tin O W 
ward o^he't rtravniflSve ccntia? 


7i nil rcTr.cir.bcr lf>e fe wr.r d USO l 
cwaih YQi; iipsor. mSur f tslurn. Tins 
JiFii^hlFHJOd iVQ!T«l Imnnr. 
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Act Cwo: ftvcrnla to Crroman to CalcwoR 
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Enemiej 

* iijndil I3us?> 

■ The < ioblii) IK ii li*. Kilarak 

* Kcmdil WbodMitjn 

* (inbtin Itaisuner 

■ Bear 

* i .iibiin Seoul 

* liuar 

* Gubtifi Sergnm 

* Clvc Hear 

* I kibgublin 

- thans Scnul 

* 1 iuin.Lii Bandit 

* Darkenbai 

* Minotaur 

- Dire Weif 

-Ogre 

4 Giant Hal 

* Spirit Wolf 

* Giiinl Kai 

- Tnrnb Rat 

• Goblin 

* Wolf 


Errompn, the Mirari village, is on the western end of the world 
map. To get there, backtrack to Orta ns's Hut and continue 
west for what seems like an eternity. Refer to the map to plot 
your course. i ft 

Before you head ** j II 

out, though, there are Bjjf^ ™ 1 

three side quests you ,MR| 

might want to under- 
take to buikl up your „■* W ^ 

party's experience !| * ** *' — * 

[and snag s few nifty '**~ 

items along the way). j^L i , S 

See the sidebars for HL^BCi I ' -!^S^ ft Y* 
more information, '■ -t"* 
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i: Crabernk Sword 


Jk’furtr kjvin^CjjUlt Cwcrnij, spxrak t« l^hcm IH iht? Training 
i. .. ... .. . "~rSr 1 Room m ItraM -uncc. 


i: Crabcrn s Sword 


Jk’furtr k'jvingtliijiile Cwcrnij, spxrak t« l^hcm IM phtr Training 

— nC v _^z=T| Room a l lira* t -uncc. 

. ... Onrt you Vc formed 

yuLiv psiriy anti guilt Cti 

the King for hk foluss- 

9 ing, Trahern will equip 

1 1 P, , ^ cvcttbudy. Ik wiliaKu 

m j 9 a 

tell ynu he's missing a 
wiT[l t and he tan't 

Ij I itw truth ii fwcfcwTv T™^rch. na remember Vt hn h.is it. 


- t Miisitr Bowden hav the 
sHoni. Hud him on ihif 
third floor of the 

£ Wi? jnl\ Kcirjx Me 1 ] I 

jell yon .lIwmii spume 

^ ^ i Ttpurimemy ht= T S Wink- 

ing cm. Keep preying 
% him lor information, 

, "m and he'll I ell you jbm.il 

T Tl taking the word. I he 
ip ~ ’J sword is in a kicked 

rimm «n the first h.isemettl llmir ml tin- Wiaurd's Keep, Huwdcn 
will give you the Key to nperi I he diwir, (Jrah rhe SWimJ and 
return (it Trflfwrrl, who will In* pfojscril thal you found il hut will 
illiisl that you keep Li. Ilk ,i jpontl melee weapon r esptvi.rJIv (hi 
A] ilmn* so you'll definitely want to trike the lime to find it. 
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As soon as you cross the bridge from Gwernia. your party can 
make camp. It's a better deal than the Inn, and you probably 
won't be interrupted by anything too scary, if at all, Walk 
south along the beach and west up the embankment to find a 
mysterious encampment, There's a locked and booby trapped 
chest with a few Gold and a Chaos Sword, as well as what 
looks like a disemboweled knight, After Alaron and party 
leave the area, a Chaos Scout emerges and reports Alaron's 

- discovery to a Chgos 

« PPPPPH Major, who is not 

j w 1 pleased that Alaron 

round the camp. 


i " " 


my 


- : 


Head west along the 

ridge and run down the ' 

incline at the end of It, 
which leads to the path 
Alaron took to enter 

Gwernia.. At the bottom ' ' ' * ^ : 

of the incline, Alaron 

encounters the mysteri- 7 - yy 

ou$ Spirit he saw in the |^K| ” ^ 

woods. The Spirit says, 

J Veh tOrb, . . tie w i. . . beta w ' — 

i...nioj... ", which is "Brother.,. I waft,..! watch.,. join" back- 
wards. Even fiheda doesn't know what to make of it. 

Before moving on to Erromon, you must perform one last 
duty— you have to go to Kendall's house and tell his wife, 

M enema, that you were unable to save him. Follow the path 

i- I east until you reach 

the house, enter the 

'k Mfek. house, and talk to her. 

She will provide you 
with information 
A, about the monsters 
PM have been 

harassing the farm- 
ers... apparently 
**■' there are things 

worse than Goblins in 

— the woods. 




After speaking to Meriona, leave and follow the path beck 

across the bridge, keep heading west, and refer to the map at 

the beginning of the r ii x . 

chapter to get to 

Or i ana's Hut. lt J s quite 

a haul, so camp rf your 

party starts showing 

too many battle scars, j t ?• '* * 

and save frequently in 1 3rJ| 

case you run into a 

horde of monsters you 

can't handle. HE! fl,lL " <a,w ^ , 


Near Oriana's Hut, you might run into a knight who's looking 
for the Goblins that attacked Alaron, He can tell you of the 

Ti i dangers in the woods 

and give you direc- 
tions to Erromon. He 
advises you to stick to 
fighting Wolves, 

L _ , Bears, and Goblins, 

t'* ‘ : ' but run from Bandits 

and Ogres, which is 
Vy good advice for 

r -Q, r/ h your party's 

current strength. 
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Side Quest 2: Pest Removal 


Iij 


?'iij see. int cuUnr adjoins W* 
cqirn jlsI UlmM here r i t*» _ o tUM 
S* £ Iv-j j= In ou qF Use wnUa, 


Ihc Inn in (iweniid is J 
grout deal 41 iu Gold 
per ni^lu. but the base- 
ment li-jvts a litlk’ to 
he dtsired, The 
innkeeper is reluctant 
iu u dmii it, but t here 
,irc Cbnl Hat.i tlimn 
there. Offer to dear 
them out Tor him, F n 
the vital! uf the base- 
muni, ruu'i! find a 
erad that leads In an 
underground cavern 
where a < addin is train- 
ing; the Bats, lake cpuI 
die huts and the 
litihlmv scoop tip the 
Stealth Potion.', the 
Goblin wait hoarding, 
and return to die innkeeper, Vau gel nol only his ihnnks but also 
a ino-( ini J rewind and a night at the inn. 


* 


m 


% 
|S> 

I* 

m 



Aljf octir, Ibcsiri (lc . 


Q 




After speaking to the knight,, enter Oriana's Hui. She's still 
scared from an encounter with a Necromantic Wizard, but 
she's too scatterbrained to tell the story properly. The Wizard 
was looking for some sort of secret that Oriana did not 
divulge, and he was carrying the Staff of Necromancy. Oriana 
refuses Alarom's 
request for her to 
return to the castle, 
and gives him a 
Strength Scroll. She 
j?ko requests that 
when he gets to 
Erromon he tell 
Gotzone and Zurene 
that she Is well, and 
she gives him a letter 
with directions to 
their house. 



After speaking with Oriana, leave her hut and head west, 

When you get to the path, stay on it leaving it only to find hid- 
den items. (Refer to the map before you do so — there are 

plenty of monsters 
out there who can 
crush you like an egg.) 
As you follow the 
path around the river, 
you see a cutscene 
where Rheda gives 
Alaron a lesson in 
magic fif you chose 
her for the party). 




After the cut Scene., continue Following 
an easily startled trav- 
eler who gives amus- 
ing directions to 
Erromon. Follow the 
path he indicates {and 
if you’re feeling espe- 
cially brave, head up 
to the ledge that runs 
parallel to it and fight 
the Bandits — they're 
loaded with treasure J. 


You'll run into 



Past the Bandits' ledge, you encounter one of Alaron's Mirari 
friends from the forest, He tells you that Erromon is to the 

west, past the moun 
tains,, and warns you 
not to wear armor or 
wield weapons in 
town. The Mir art don't 
use such things and 
might be startled by 
them. Continue along 
the path after the con- 
versation until you 
reach Erromon. 




Side Quest h Che Ruins 



fUniflinbcr that river 
yim crossed on the way 
hark IWmi Unimj’s 
Hilt, just before you 
met ihtr Gwcrnlan 
knight who (nl if you to 
stay iin iht path IO ills: 
castle? I IT ion go bark to 
that river and follow it, 
you’ll jrrivt- at the ruins 
ill j (own driilruyi'il try 


Goblins long ago- E-uuU ill is he Akinin i's home? 



& 


f*t 


> * 
* - V 


n 

Ak. 


I Here's not a lot uf 
apposition, but there 
lire two very helpful 
ri.3gFr.il items: ihii 
[Namur's Ring, which 
provides to "haitery 11 
points mI Stamina for 
C .lifting Naming spells, 
ami l hr Rope, which 
gives +1 ta tht Thief 

skill ui any character 


that equips it. Willi the Rope equipped on Krenna, ynu enn 
return to the castle and open the cheats that were prcvimmly 
beyond her ikitl level. 


phinaptiKs.cora 
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flit Cwo: tiwernia to €rroman to Calewok 



The newt buiidmg is a 
shop (Shop A) with two 
shopkeepers (male and 
fema Ie1< 


The Mirari town of Erromon is full of shops,, a good place to 
train and equip your characters ff you've been saving your 
Gold and XP along the way. The first building you come 
across is the Inn, On the first floor of the Enn, in the purpfe 
dose! down the hall from the entrance, you'll find a pair of 
Bardic Gloves. On the second floor, all the way at the end of 
the last room, is a large pile of Gold- If your party is weary, 
have them spend a night at the Inn to rest up, 


Shop As malt nlio plumper svlh Aniiiiutt Pin inns, Deatedty 
pfrtiims, Fire Flifl-Sks.. lnfrrno Fl-ink*, Sleep tli* flask** SleaElll 
Piuinns* and Sircn^di Poiiaj»>. He can [rain character* in 
Loremarter (Rank av and Men.-h.int (Rink j}. 

Shop A's lemafe shtipkuCjHT tdli (.umumcv She nan irain 
character* in Merchant iRjrih 4). 


Past the first shop is a second shop (Shop 
which actually has a human shopkeeper (but He's 
more than just a shopkeeper, as you will soon 
find out). Abrecan recognizes him, but the 
f shopkeeper doesn't recognize Abrecan. There 
is also a male Mirari shopkeeper and a female 
Mirari shopkeeper. 


Just past the Inn is the Library, where a charac- Ja 

ter with a high Lore-master skilf can discover 
40 me interesting Information about the Mi rah * 

and their culture. Among the books Is one called 
The Five Wizards, which gives Snippets of infor- 
mation about Gwarnia's Bowden and Shamsuk 
(who cursed Rheda's friend M Essen), plus three 
unfamiliar names: Cradawgh, Ardra, and Farris. 

Another book, written by someone called Rabisat 
and titled To Come, says that "to GoblEn poison. ..there is 
no cure." The book has an entry called '"Rehtorb" that 
reads: rehtorb ym, am rof kool-.-*' ("look for me, my 

broth er rJ ). Most of these books will create more questions 
than they answer, but that shouldn't stop you from looking 
through them. 


The male Mirari shopkeeper sells Leather t'llgalu and Huiuihh 
Cloak*. E lif can iniin characters in Merchant ■ Rank 3) and 
Mcalth I Rank 

The leiiule Mirari shopkeeper -velTs Air Shield Serolh, Reinnvt 
Pnisnn Scrolls, Wind St Hill*. and I lerbs. She can train character* 
in Merchant ■iRank ii and Winuftl iRank s). 
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Adjacent to Shop D is King Txomin’s Palace, As you enter 
the Palace, a cut scene begins, with Alaron formally 
y greeting the King and receiving greetings in return. 

_ a Alaron tells his story and the reason for his trip 
- - - r ‘‘ to Erromon. Txomin informs Alaron that Goblins 
have been attacking traveling Mirari end 
fly-* .j* Alaron oHers to dear out their camp in 
W* tF ^ " exchange for a Healer. Txomin says that 
' " t Master Healer Cradawgh might be able to 

help him with his poison. He then tells Alaron that 
the Goblins are nesting somewhere along the river 
northwest of Erromon and that Alaron must slay the 
* * Goblin King r or they will return. That concludes the 
rti — j conversation, Along 

^ fa* ' 7 the wait? of the Palace 

r j . _ is the story of the fast 

c * * *im great war with the 

Goblins, during which 
... . . King Phelan and his 

i 1 father, King Ramsay, 
fought alongside 
* Becan and his rangers. 

i £ k ft J who saved the day. 


The next building is 
yet another shop 
(Shop C), with four 
female Mi ran 
shopkeepers. 


The first phopkcuper m^IIs Air Shield Scrolls, r 

[Irhllitotinn Serf tils, Dispel N.iinlnn Scrolls, 

Si Lipid iiy V' r<i I Is, .hllI hardic (.luv^s. 

She cun train. chamclefs hi Merchant Rank zl 
dlld Tmuh-idimr (Rank *}» 

The second shtspkrcpt'f sells Minin r liuks She cjfi ir.iin char- 
acter* in L lip trim HE (Rank 4 | .irlii VkTdiaru <Ftnfik l>» 

The third shopkeeper seth Curing Pulioitt, flrdltrLg ftHioni, 
Stamina Potions, ,mel s.ems ul Sensing, Stic cun train characters 
in I Icaler fRank rO and Mcrthiinl tRiink ,j> 

The fourth -fhopkuejicr hHIs Hunter s Hows, Short ESirws 
Throwing l n m s , Bools of AdanuM* Leather Boots, nnd 
Woodsman's llrmts- She run train characters in Merchant 
{Rank i) and Ranker (Rank 6J. 


After speaking to King Txomin, return to the Inn, There, you 
will find the human shopkeeper in front of the purple closet 
that contained the Bardic Gloves. Converse with him to dis- 
cover that he is the i 

legendary Becan, He J s pjjjj V 

in semi-retirement, \ft T- 

but it's not hard to 

get him to take up the _ 

axe again. During ' n * 

your conversation, ^ J* 

answer; - 


Follow the pathway around the rock face, and you'll come to 

two more buildings. First is Shop D, which Edur is standing in 

front of, He encourages Alaron to see everything Erromon has 

to offer, which is good -r ft 

advice. Shop D has a 

male Mircri J& 

shopkeeper and a 

female one, w * nfBfc m 


I . you Bt, not. I Thra taffim- aCirt YOU fir* I 

nilJMIJI ' I | 

% 'bow Sit> you qet LL^^al ; 

henct’ ' 

s. 'now *o you know im feom owesni.yf' 
i. wli.M else, &o you know a pout the JcnkkhLhotxv 
i ’woulft you mm* if i ni.uV. a Request!' 
o. “i was wono^pinq if you won I* join me.: - 


If you have a party of four already, you will need to let a mem 

ber go. Brenna and 
Rbeda wifi not leave, 
so it's either Abrecan 
or Godric (depending 
on whom you chose). 
Abrecan Or Godric 
will meet you in 
Talewok if you decide 
to part way 5 with 
either of them. 


The luin.ilv shopkeeper sells < loth Armor, idol ^lc, Li'Jlht’r 
Armor, Scale Armor, Talewok Misil, Bnpn/e Shields. Buckler#, 
Heater Shields. I jr^k Miickh, Small shields, and GemMonci. She 
cjfi Lr.iiu diameters ill Merchant (Rank l; and Shield (Rank .j>. 

rlif in. I If shopkeeper Unfa*. Me can train chflratteirs In 
Lore mast er (Rank 5) and Mereham -Hjnk n. 


Y(JUT ruaref- on nrail callv IkdflFYf 
Ytiu-re cm Uw ruLLiYf SiniHhit^r I'm 
lAlki na Ifi Sntiaier! F 
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Leave the Inn and 
cross the bridge 
directly opposite ft. 
just south of the 
bridge is another shop 
(Shop E), which has 
male and female 
shopkeepers and a 
large pile of Gold in a 
back room. 


All other buildings in 
Erromon are Mireri 
homes. You cart 
explore them by 
climbing the ladders 
along the cliff faces or 
by traveling through 
the huge cavern. 


Now visit Gotzone and Zurene to fulfill your promise to 
Orlana. Read Oriana J s letter to find their house {or just look 
at the map). They give you a bit more information about 
magic, and then they encourage Alaron to seek out Yeraza, 
the matriarch and true ruler of the Mi ran. They say she walks 
a path along the river during the daylight but looks like an 
ordinary trader. Climb down the ladders and walk north 
along the riverbank until you find her. She doesn't introduce 
rfr herself, but she 

’ ‘ does invite Alaron 

to dinner in the 
*"4 cavern after he 
completes his 

* X .< . quest to slay the 

'l' ^;^aS|L * *1 'rC Goblin King, 


ITic fvTnj.lt’ dmp keeper sells I lerh*. ttui Spikes, She can train 
charjLtcr.v in MciT.-hj.nt (Rank 


jiiJ Wizard -’.tbtitk .p. 

The male iihiipkrfpt'ridkduth Armor, i *r,ipuri Amur, and 
l eather Arnuur, He can train characters iri Merchant 2} and 

Shield (Rank 3}. 


Next to Shop E, right across from the bridge, is a Mirari home 
that connects to a huge underground cavern. There is a male 
shopkeeper and a female shopkeeper in the cavern, as well as 
a Portal that will take you back to the Portal in the base 
1 S 1 I merit of the 

WiiardT Keep 

.’A~ " CaSt ! e , \ 1 

1 v * ’ * - Gwernia rf 

. . Led that 

t Portal before 

you left. Simply stand 
4 under the Portal and 
press '>J. To return, 
do the same. ■ 


T lic male shopkcfxrselh Le.ulvr dalles, Mirari 
Clonks, Phantom Cloaks, Jnndar Gauntlets, Plate* M 

(i.tuiilli L h, Ik'llJi of l.ift, Mi'rj'Hiirt E5vltN, Chain mail, 
l .cal her Armor, Partial nlatefnatf, Talewnk Mail, 

Rudders, I lopiiie Shields, and kite Shields ! k 
can train character. 1 , in Merchant (ftiinfc 
Suallh (Rank <v, ami Shield ■ Rank oj. 

The female shopkeeper sells Light Wands, shielding Wands. 
Acid Roll Scrolls, Darkness Scrolls, Sense Aunt Srtalh, Spirit 
Shield Scrolls, Slam in a Scrolls, Sttypidi.lt Scrolls, (itntiUilcA, 
Sapphire Germ. and Spices, She ran train character* in Merchant 
(Ranh 1 ) and Wizard (Rank H). 
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Act Cwo: Qwtrnla to 6rroman to CalewoR 



After defeating the Goblins, cross the double suspension 
bridge to the east, Walk northeast along the lodge until you 

1 see a tent, then make 
an abrupt southwest 
\ 1 turn and walk down 


After meeting Yeraza. head northwest along the river out of 
Erromon. At the end of the river is a stone path. Follow the 
path as rt winds around the snowy mountains and you 
— — i approach a Goblin 

-Jil tent. If you enter it, 
y oy 'll battle the ocxu- 


ri>c Banner 


There arc several (.ublin tents ifJUtrftl around thr valley, and 
nfiirtv every one has treasure, Mine importantly, every tent h.is , 
group uf moriKers inside defending it. Your parly can pick Up 
some quick Si 1 fiiS Well a* lOitte tjlLi.ihi, i It- ins .irul Cioldf by 
entering the tents and filing into skirmishes. Vmi*K also sec 
how the monsters attack and learn how m best defend yourself 
against them. See the above nMf> for iht- iurulions siF the CnMin 
tents- 


- - -■ — If you're not ready to 

" light Kim ink lor if vim 

just want Mime easy 
llKlt:< you can lake a 

MuBr Jl jL short side quest when 

i, lur ! ■ you reach the plateau 

above Kit. Irak's Lair. On 
the plateau is an 
ft C niTj nee ti i a in i r re s hal t - 

truer the mine, fcillov, 

i _ _ _ n+l . ihc corridor down, and 

do battle with the two Or three groups ul irmristen inside, l)n« 
Ttm’vc del eat* d the * you'll have hall a dozen chests kill nd Cold 


Follow the path until it reaches a cave- Take the incline to the 
left of the cave and keep going up (south). You reach a 
plateau with two or three nearly bare pine trees. If you face 
northwest, you J l| see a suspension bridge in the distance. 

Head northwest toward the bridge, Walk around the dilapidat- 
ed building, where you Will most likely have to fight a pack of 
patrolling Goblins, i -ri y i 


II Hecuo is hi your 
p.ti'Hv JIIU tail jImj 
recover (iwtmu's 
Banner, lost during thr 
Iasi great C . ublin war. 
After you dr feat the 
monsters npprwfrh the 
uttered red bander 
the chests and 


amung_ 
pnsjli ©, Hccjh will reC- 
& — I ognlzcfi and lake U 

with IliiTK if Ber^ii is nut in the party, you Can't grab El (dene of 
the other characters were old enough In rr member the war), but 


stiif take E he C old in the cite ¥ E H, 
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Before entering Kitarak's Lair, make sure your party members 
are alt level eight or higher, Kitarak is a tougher-tban-average 
Hobgoblin with more Hit Points and a devastating Crushing 
[>t-+ath spell that can do 30 points of damage or more. Even 
worse, he's got of his Hobgoblin friends With him, ready to 
tear you apart. 



t * 


When you enter Kitarak 's Lair, walk up to him and press @ to 
trigger a conversation. Kitarak vows to avenge his father's 
death in the fast Goblin war, and the combat begins. Don't 
spread your forces too thin. Concentrate as much as possible 
on individual monsters, and take out Kitarak as soon as possi- 
ble — he's not only the toughest monster in the pack, he r s also 
the leader; his death will negatively impact the morale of the 
Hobgoblins, Position two strong warriors to attack the same 
monster with melee 
weapons, a magic 
user to stand back a 
bit and cast spells, 
and another character 
with a thrown or mis- 
sile weapon to assist 
the two warriors. 


3SE 



mm 


After you defeat the monsters, disarm the trap on the chest 
and open it to find an Acid Wand- You'll also gel a couple of 
nifty items off of Krtarak's corpse. His Warfang Sword gives +2 




You can also find a lengthy letter 
to Kitarak from Rabisat, Mistress 
of Chaos. She writes that 
Kitarak's evil schemes have 
pleased her and orders him to 
be cm the lookout for a human, 
advising him to extend his 
influence into the forests to 
capture this person. Once 
captured, the human is to 
he brought to her. It’s a 
pretty safe bet that Aleron is 
the human in question, 
though Rabisat gives no indi- 
cation of why she wants him. 





* I rrw Tnunu: yen. 
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Hct Cwo: Gwernia to trroman to Calwok 



Once your party Is well rested, it's off to see Zurene and 
Golzone again, Return to their house, where they greet you 
j jh I warmly. They are 

unsurprised to hear 
that Txamin promised 
. something he couldn't 
V § . deliver, and they 

Alaron to 


After you've rooted through Kitarak's remains, return to 
Erromon the same way you left. Your first stop should be 
TxomirVs Palace, where word of your victory precedes you- 
Txomin praises you for your efforts, promising you lodging at 
the Inn. There's Gold waiting for you there. He doesn't men- 
tion AtaroiTs need for a Healer, however,., with good reason. 
He doesn't know where Master Cradawgh is and therefore 
can't help Alaron with has poison, Only after a little prodding 
does Txomin suggest that Cradawgh might be found in 
T ft — - *i Talewok, at the 

Wizard's School, and if 
* mK . he can't be found, 

N „ Alaron should look for 

a wizard named Ardra 


encourage 
present his case to 
Yeraza. They invite 
him to n feast in the 
large meeting ares of 
the caverns. 


Use the stairs in the rear of Golzone and Zurene's house to 
^nter the tunnels, then proceed north to encounter Yeraza by 
way of a cut scene. Alaron is introduced to Yeraza, who greets 
the party, Yeraza senses great Naming magic about Alaron, 
which makes Abrecan nervous. Yeraza takes a lock of Alaron's 
hair and goes into a 
spell-casting trance. 

When she emerges 
from it, she tells 
Alaron he has the 
scent of Chaos 
^ about him, and 
. Alaron explains the 

r Goblin poison in his 

veins. 


As you leave the Palace, Edur and Yuli meet you 
outside, Alaron relates his meeting with Txomin, 
and Yuli tells Alaron that Ardra is one of the great- 
est Wizards in all of Aidyn. They advise you to 
meet up with Gotzone and Zurene, because the sis- 
ters might be able to help Alaron,.. or lead him to 
someone who can, Return to the Inn for rest, if nec- 


ri*j mum cdusu.J ►fi* unesl nr nil 
Mi rnr i, eij.t ii star V«r cum. 


essery. Find your reward at the end of the second- 


floor hall, 
where you 
found the 
first pile of 
Gold 





Yeraza remains unconvinced of Alaron's 
purity, but advises him to seek out 
Ardra in Talewok. She gives him a 
Silver Branch, tells him he will be 
going to sea, and orders him to lash 
the Branch to his helm. She then 
gives him directions to Talewok (to the southeast) and 
tells him he must travel to Cradawgh's Island. 
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Head east out of Erromon, backtracking along the path to the 
Fork in the road where you encountered the paranoid traveler. 
Find the road sign 
that points the road 
to Talewok and follow 
the path. After a 
while, you come to 
another crossroads 
with another series of 
road signs, Again,, find 
the sign that indicates 
the direction to 
Talewok and take 
that path. 









Along the path, you'll see a farmhouse, Enter, and speak to 
the Farmer to get information about the area. The Farmer 
tells you that fearless Goblins have been harassing the locals, 
coming out into the open to attack travelers on the roods. He 
also mentions a Spirit 
that wants something 
and only comes 
around when the sun 
is setting, Just post 
the farmhouse, along 
the path, a Chaos 
Scout lies in ambush. 


To Totawe*. hwwft a» thaWansn^ 
School. 




Continue down the road, and, if it's dawn or dusk, you'll meet 
the Spirit walking along the path. It addresses Alaron as 
"rehtorb" (brother) and tells him that it is "what you are not, I 
am the absence,,. you complete me.,, We must join now.,," 

[f you respond, "Get 
away from met" you 
can escape. Other 
directions in conversa- 
tion will result in a 
fight with the Spirit 
l that you must flee 
from to survive. 
Continue down the 
path to enter 
Talewok through the 
1 front gates. 


Ifbip 2-5 
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The first structure you see in Tatewok is the Knightly Roll, 
adjacent to the entrance (this is where Abrecan will meet you 

if you replaced him 



with Becan), Past the 
Rolf is a large L- 
shaped building sub- 
divided into shops 
and lodging. Doors 
with red lanterns 
^ hanging in front of 
them are Talewok Citi- 
zens' 1 homes. The 
unmarked ^ 

doors are 
Shops A 
and B. 


West of the Inn is 
another L-shaped 
building, housing 
Shops C and D. 


I* 


It 


/ ^ A 

.i \-i, 



Kr! ip- % o«i Gov nn*. - on 

itlcs at Itvc v irarifq t- 


3-E 



& } 


note 


Rofe 


Simp A has tine malt ami one female vhopkreptr. The 
nuh- shopkeeper nclk I {ruling I 'mum*, (lubv. ] I aLchtj tx. 
Javelins, Maces, Staffs, Throwing Irons* Leather Cloaks, Mirari 
I'hnnUml t’luuks, (!hainiruil, (iluth trmor. 

Leather Armor, .md Scale Armut 3 It cjti train charac- 4 

tern In JJiplmn.il (Rank. >: anti Merchant iftaink >), 

The female shopkeeper sells; Imnwood SufFs, Boots 
eiT A Jo in, ml, Leather Knots, and UtmdifflanH Buath. 

She tan irain characters in Merchant i Rank x), Ranger 
i. II a n k i j j nil ‘ f rnuhadi »u r • R a nk 4} . 


'A 


/. 


< 


Shop Cs shopkeeper 
mAIs C.Urinji Pulisifl'. 
Fire Flasks, Meal inf; 
Potions, Gemstones, 
and Herbs, She cun 
train characters in 
Alchemist iRank },- 

Lind MiTfhjni 

I Rank 4), 


note 


Shop I )"s shopkeeper sells Battle 
Axes, Broadswords. Great Bows, 
Hpnter S Rnws, L-olIJS Bows, 
lipnpiwotds. Mauls* Marningiruirs, 
Piks. Poleaxes, Sivlhci, Spears, and 
'A ar Hammers. I le can train charac- 
ters in Men Irani ■ K.mk 4), Warrior 
-Rank fi. icdtr.i (Rank 1 1 , 5 word 
Ftank y T and Shield Rank i\. 


I 


note 




Shop IFs shopkeeper sell. % Ghainmall, Cloth Armor, Leal her 
Armor. Scale Armor, lair wok Mail, Hron/e Shields, Bucklers, 

1 killer Shields, Little Shields, and Small Shields- She can train 
characters in Merchant ■ Rank J.J and .Shield l it auk })■ 


Past the L-shaped building h the Inn, owned and operated by 
the one-legged Heme, Entering one of the inn's rooms brings 
up s cutscene in which Alaron asks Brenna to help him deter- 
mine whom to trust. 



ln the lobby of the Inn 
is Gavinn, an appren- 
tice at the Wizard's 
School. He tells 
Alaron that Rabisat's 
forces are rushing up 
from the southeast, 
and reports that he 
sew Zombies outside 
the city. He then 
promises to vouch for 
Alaron at the Wizard's 
School, 


Behind the L-shaped building is a IVUrari named Xihid. 
He senses "a hole within Aharon's spirit. " He tells 

Alaron of the forest 



Dryads, friends of the 
IVtirarL and harmless 
to the party. East of 
the L-shaped building 
and the Inn is Shop E, 
and south of Shop £ 
is Shop E 


Rote 


Rote 

Shop F's rfnipkecpiT vdh liurdl 


Shop i s shopkeeper 

Smite Scrolls, Exhaustion 


sells Ik-ast Hide, Chit in 

Scrolls., Mirror Scrolls. Remove 


Plates, -i mt JFarkcnbal 

Pul van Situ Us, aiid M*p She 


1 1 -dr. 1 {r lijrv train char- 

can irjiii characters in 


iicicrt In Mechanician 

LorcmaMtT (Rank jficI 


iR.ink si anil Merchant 

VIlTl'h.lUl dtjlhk 4h 


Rank J)W 
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Hct Cwo: tiwernia to fcrroman to Cakwok 





Once you've had a chance to equip and train your characters 
and get a night's rest at the Inn (if necessary), head back to 
the Knightly Roll and proceed west, picking up a dirt path that 
winds around a fountain, This path will take you directly to the 
Wizard's School. As you approach it, a conversation with the 
Door Warden begins. One by one, every character in your 
party gives his or her 
True Name (if s/he has 
one) and is admitted. 

When Alaron r s turn 
comes around, he's 
given three possible 
answers. Choose any 
one you want — aEi of 
them are wrong. 

Aleron is finally grant- 
ed access when he 
promises that he is 
looking for the 
answers to his origin 


Wk : JfSh 1 

■i ■ c 


and identity. 


There's another familiar face at the door to the School: Godrie 



the Alchemist, He's 
been studying at the 
School and offers to 
join your party, You'll 
have to lose Abrecan 
or Becan to have him 
join, which might not 
be wise at this stage 
of the game. If you 
don't choose him, he 
will remain at the 
School, but you'll have 
more opportunities to 
pick him up later. 




Ardrs's room is the guarded one on the second floor of the 
School. Speak to the guard, who informs you that no one can 
see Ardra without per- 
mission. When you tell 
him that you want to 



Ardra speaks a few lines of gibberish and welcomes Alaron 
inside. She says that Cradawgh's Island is far away and hard to 

reach, but she will 
heal Alaron. 5he asks 
for a demonstration of 
his magic skills and 
sands him on an 
assignment to the 
enchanted Dryad 
Forest northwest of 
Tale wok. In the forest 
is a grove of 
Amaranth Roots; 
Alaron is to gather 
them and bring them 
back to Ardra so she 
can cure him. 


ttvrw on? fli rf *eu 1; (inrt. . 
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Leave the Wizard's School and walk behind it. After a 
cutseene plays, head northwest into the Dryad Forest, You'll 
encounter a Dryad who's taken with the magic aura that 
Alaron radiates, She 

will not help you, but & - 

answering her ques* 

tions incorrectly 

sparks a fight with 

several Dryads, To 

avoid a skirmish, do 

not respond: "But you 

have a strange look in 

your eyes that I do . ‘ W ^ 

not Piker or "Don't f ® ,♦ 

you like Pandara?" ~ 



Follow the northeast path (which hecomes an eastern path 
and then a southeastern path) until you find a duster of four 
large boulders with a circle of mushrooms in the middle. 
Adjacent to it is another duster of boulders, with the Dryad 
Queen Panda ra in the center. Tell her that you need her help, 
and ask where Amaranth can be found. She orders some to 
g row in the sunshine at the foot of the northeast trees, and 

tells you to take only 
what you need and 
return to her when 
finished. You will find 
the Amaranth (which 
looks like a small pur- 
ple flower] in a north- 
eastern alcove of the 
forest, nestt to a dead 
tree (which has Gold 
in it, but someone 
must pick the lock). 
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Act Cu'O: (m\*rnia to €rroman to Cakwoft 


Grab the Amaranth and return to Pandora, If you have a high 
enough Troubadour skill, you can woo hen If your Troubadour 
i ff i — - | skill is lacking, there 

are Dryads in the 'for- 
est who will train you 
in it. Bump up your 
Troubadour skil3 as 
l, high as you can, and 

4 * y " keep talking to 

Randara until it 

t w u finally works. 


Equip Alaron with Fandar-n's Amulet and return Eo Ardra at the 
Wizard's School, On 

the way back. Alaron [T. , . .0 

explains in a cutscene 

what happened in the if 

Secret Grove. Brenna 

seems a little jeafous 

of the Dryad Queen's U 

affection for Alaron,... 1 


II you lilt I in your iicrlormjnC;: (ur Pailditra, the [Jryjils in the 
forcii »ill train ^tir (.'hsiriicirrs in lorctnaiier [Rjnl; mi Siwlth 
> II. -ink m) + Imuhadour cRjnk 10), WiSHld iliank ioh .mil Shield 
fRank m», They can also train your d™ meters tu t-flrt 
llcbiliuiiuilflt^eik 10. 


Back in Ardra's room, Alaron gives her the Amaranth and 
asks a few questions about magic, Pandara's words, and the 
Jundar that one of the Dryads mentioned. Ardra begins cur- 
ing Alaron, but Alaron tells her to stop. Ho gets another 

vision like the one 

urges him to bo 

1 l*ia fear]eSi ^ though she 

IfV^. | ", j is angry that a heal- 

.ill** ■ ing vision begins 

with tliQ image of a 

*" \ ^ 1 1 7 ril L I r I Oiacs. 


Win ' iHjnk ED), jiiil i iltank io>, 


Pan dare takes you to the Secret Grove and Leifs Alaron he is a 
Wilding, one who can learn all schools of magic— which makes 
Alaron a true mage. 

Reply to her in the & — ^ , ■ 

most complimentary 
ways, and she'll give 
Alaron an Amulet that 

will allow him to corn- * tf^L. 

municate with her rf V- 

he needs assistance. ‘ ^ jdHT ^ 

She warns him to cori- 

trot his magical pow- ~ ^ _ 

3 r Wn ^inl»pronhebn»a-*n#itwHl 

ers or a group called B meice you torn r&mforf mi^icm 

. ., . W'TlU&I k wuisW 

the Minions will use lEflJ "--it,- 

them to destroy all » y “ 1 

ofAtdyn. 


A feeble old man in a rocking chair appears. He can J t speak, 
and Ardra urges Alaron to look away. 5 he knows who he is 
but won't tell Alaron. The Wizard's School doorkeeper 
appears in the vision and apologises to Ardra for letting the 
apparently dangerous Alaron into the School. Ghana appears 
and begs Ardra to set aside her anger and cure Alaron, Ardra 
attempts, and the trance ends. The healing spell fails because 

Alaron is 3 Wilding ^ 

and doesn't have a 
Tf liu Name. Without a 
True Name, his spirii 

is not bound to his I ,, I 

body, and Alaron is Ujk '\|l' ItJ 

incomplete. To be , J BP 

Named, Alaron must 

travel to Port Saiid in L 4 flB HIBB 4 
the southwest and f i t «» *= i iJf n*>w e* tf 

., f /( e OM?VGTr 

take a boat to 

Ciadawgh's Island. I * ' . 
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Niesen is waking at the Inn. He's not yet a playable character, 
but IMiesen asks Alaron to tetl ftheda that he J s still searching 
for a cure ’for his curse and that he'll be heading to the mining 
|S^ town of Pome. He 

.4^ V also warns Alarom that 

dark forces are mov- 
4 * ing against him and 

4 - , | that he should get to 

■fct r rr. -- • saagl^’ i Cradawgh's Island as 

" soon as possible,., but 
you're probably used 

-* w l to that sort of thing 

. : S? > ME J by now. 


V 'f 


Ittap 3-i 


n InllflM 
p 'ftsi 
tt toU 
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•II ft Jlhtf P*MS 
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Draeovern 
lihm Stt»r|Hori 
Goblin 

Goblin Scr^iani 

CiHftm 

Gryphon 

E Inh^tfbtin 

Ho nun li-jndii 

Marquis 

Cl S rc 

0^14! Boss 

Wraith 

Wytii'm 


- ItuiuEit Boss 

* llamlii WtnudsTtun 

* Bfjr 

* Chaus Mail kr 
Chuns -Scout 
Clues Slayer 
Chao* Sm'cerer 
ChaoN SpHlwodvcr 
Cluiis Stormcr 
(!huus iniupfr 
Chuns Warrior 
Cydcips 
Darkrnhjt 

Dire Wolf 


m f 


m 


43 


prinyfiatncs.com 







RONia 


HE FIKST MS& 


iciat @t ratc^ji "0?uii>e 


A very short hike up the path brings you to the bridge and a 
cutscene involving Arturo and a female thief, Keelin. She 

— — j tricks him into letting 

her pass, even 
though he saw her 
steal from a passing 
band of merchants 

J , (he's not that bright). 

i ' * •’ 4 ' » " ‘ y Now it J s your turn to 

try to get around 

VHjVjP* I ™ - him. He comes off as 

U*J S’* aggressive, but he 

I loniugn ^*~ " I Wil1 not fi 9 h t 'J ou - n0 
Tfr matter what you say, 


The search for Cradawgh begins with 
Alaron leaving the Wizard's School and 
Tale wok. Train, equip, and heal your cheratters 
as necessary, and exit 
Talewok via the wood- 
en bridge at the south 
end of town. Stay on. 
the path until you 
reach the crossroads, 
and then choose the 
western path to Port 
Saiid. Prepare for a lot 
of trouble from 
Bandits along the way. 


S V - ¥&w Bp 

irnurl by V.-.TSd if peu inusl, iiT Ih^rrr 
n danger. d n tf-eri Lo^.d? TeSb Rhein 
Iheiitiiff been ir%e l.ght. 


There are several ways to get Arturo into your party, but you'll 
have to lose Abrecan to do it (he'll wait for you at the Knightly 
Roll in Talewok, as usual), The easiest way is to reply: 

i Tun. i vi'.ui i, to cross Anyway 
u 'bo you wAnt. to m: cliAUcntiEW 
3 TUI I, I bOll I, WATU tO pi, lit ' 

.] "arc you sure you unbe usLaiiCi the: kmqtuhooM’ 
v bo you h,wc Any skill: U" 
n 't’.omc with me r.o pom saikV 

Arturo is a powerful a 

and well-armored 
fighter with many hit 

points, bm you'!' need 
io improve hit DX 

slow as a mule when wB 

V li |iii i * -i _ 

you first acquire him. 


If you walk along the path at dusk or dawn, you will encounter 
the wandering Spirit you first met in the forest near Ori ana's 
Hut. It tells you it must join with Alaron, and that he should 
look for it in Terminer If you choose "Take my hand" or ''You'll 
have to fight" as responses, you end up tn battle with the 


'y A man named Batrin waits on the path 
-.“‘T just outside Port Saiid. He r s a silk mer- 


chant in the town, and he's upset about 
someone (Arturo) who won't let any- 
one cross the bridge into 
town. The person claims to 
be a knight guarding the 
bridge and has been 
V sending travelers back to Talewok 
for two weeks now. Baton offers 
(WaL the party a reward if they car 
\ deal with the problem. 


A little farther up the path from Arturo's bridge is another 
three*w3y crossroads with two signs. One points back to 
Talewok, one points to Port Sal id, and one path is unmarked. 
The unmarked path leads to the Lighthouse, which we'll get to 

I in a minute. Take the 

A*?' path toward Port 

„ •> Saild, the front gate of 

which should be 
clearly in sight by now 
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~* r 
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Follow the stone path from the entrance and enter the first 
building on your right to get to Shop A. There is a female 
shopkeeper upstairs and a male Bandit shopkeeper down- 
stairs. Also downstairs is a booby-trapped crate; disarm it and 

you well find Curing — |h - — - 

Potions, Stealth 

Potions, and a pair of 

Tinker^ Gloves, > ^ 
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,^u»p A's iernak- 'iliapkrc|H , i' m-IIs Add 
Masks, Skv|s Cias Masks, DagKiTfc, 

I lalchrls, Pmstm tlarLv Su; aUltl.il Jtlti, and 
Throwing Knives, Sin- ran ir Am characu-rs . 

Ln Merchant ilUnk 1 Itil-I ' (Rank. 5J, Missile J 
<ilt a nk t> Liiul Thxcrwn (Rank j.i, 

The iua.lt brhHipkeuper in Shnp \ sells 
Itratcnty, Sir a hit, .md Mrvn^ih Pinions, Birwh 
til Shi-riding, Dragon Foo^i, Cre-al Buws, 
iTirowinu Irmu, I'lunUmi I .loaks, Liirhjnii'd 
I tides. and 1 a- . tiller Armor* He cun train 
your charjt-U-rs m Mt-rhaTiiririiin (Rank y‘ r 
MltiImjiI (Rank Hi, Stealth ! Rank X}, 

I hk I (Rank ft). Warrior (Rank ?), (fl 

Missile iRank f]. and I hniwn |R,mk i). jfl 
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The next two buildings, along the path are unoccupied private 
residences. Just west of the end of the path is the Four Winds 
Inn, operated by a young woman named Niala. Alto lurking 
around the lrtn is the extremely flirty Keelin. You can now 
select her as a playable character. To get Keelin in your party. 


simply ask her to join. 
You J |f have to lose 
Arturo, which will 
leave you without a 
high-powered fighter; 
he'll wait for you in 
Terminor, if you decide 
you want him back. 



East of Shop 8 Is a house with a man inside who tells the 
party about Port Saiid's mayor, Sylfis, who keeps a careful 
watch on strangers In town. East of that house is an empty 
house with a locked chest containing Healing Potions. A stone 


path runs past the front of the house and leads down to Port 


Saiid's waterfront. At 
the foot of the path is 
a man who tells 
Alaron about some 
treasure in a cave 
underneath the city. 
North of the man with 
the treasure story is 
Shop C, and north of 
Shop C is Shop D. 




Another unoccupied home is south of the Four Winds Inn; 
Shop 8, with one salty seadog of a shopkeeper, is east of that. 
Godric is also in Shop B, on a quest to unlock the power of 
maritime alchemy, and you can choose him for your party, but 

you'll lose Abrecan, 
Arturo, or Keetin if 


Shop C's shiipIttrpiT m’JIs Phic (uiintkiv lie can train charK' 
U’rs in Mechanician iRank ft) nul Merchant j)- 


Shup IYs shnpkccper sells Rattle Axns, tjroadswtinl** tircat Huws, 
Greji I leartstckir Rums, ininwoud Stalls, J ■ dins, 

I ongFwnnJ*. tVtauL^ Pikes, Poteasei, Scythes, Spears, and .SejSIs. 
She- can [rain characters m Merchant - Hank -|). Warrior {Rank 
IhlltcJ iRank j),,PnJe <Rani 3), and Sword ■ Rank 5), 


East of Shop D is an empty house with a locked chest contain- 
ing Healing Potions. East of that house is another unoccu- 
. pied dwelling. Inside are Leather Boots and a small amount 
of Gold (n an unlocked chest. Farther east is a disturbing 
man in mourning for his late love, Kate,, .who is lying on 
^ ' the bed, decomposing, Eeew. The man tails Alaron that 
there are no boats leaving Port Sand because the light 
in the Lighthouse has gone out and requires power- 
ful magic to be relit. He also says that the tree sure- 
ly fiElecf cave was home to a Dark Wiiard who 

snuffed the Lighthouse's flame (and Kate's life as 

rt i— — - 1 well). If you soared 

Kate's remains, 
you'H get a 

W ' ‘ , .. 1 Lightning Wand 

j jjfc * and have to fight a 

J „ Wraith as soon as 

W I J < *! ^ ypy exit. 


Shop ft's shopkeeper sells 4 

brilliance. Endurance 4 

Stupidity. .mil Weakncfu ScrolLs, 

Kurils tones. Iltite. and S|iiL4*s. Hr ran 
train fluraclrrs in Lurtni j^tef ilUnk 
$) f Merchant iR,mk i Wizard 

ib.ltik 3), 
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Back to the west, 
across from the house 
with the Healing 
Potions, is Shop t. 



note 

Simp i:\ shnpktt'prr vrllh ( hiiiTim.iiL I nchrmU'd I liJc, P.iraj.il 
Phfcmail, Scale Armor, Tnli-v>»k \lnii. Kiu Shield, l, 

Miickh, Small Shictdh, and liiwrr .Shiiddv lit cjii Inin thaniLirs 
in Merchant (Rank jfrinJ MtiHJ ^Rani. |K 



Behind Shop E (to the south) is Captain Amann's Boathouse. 

He tells. Alaron he 
can't sail, because the 
Lighthouse Ifght has 
gone out, and no one 
who's tried to relight 
it has returned, if 
Afaron's party man- 
ages la relight it, how- 
ever,. hell take them 
to Cradawgh's Island. 



in front of the boathouse, near the Knightly Roll, is a strange 
woman who sings songs about dying at sea and seems to be 
waiting for a knight to return. Adjacent to the Roll, to the 
west, is an empty house. West of that, right next to the path 
to the upper level of Port Saiid, is Shop F, with a female shop- 
keeper and Batrin waiting inside. If you got rid of Arturo, 
Batrin gives the party 200 Gold as a reward. He also gives 

there's a pile of Gold 

in a mwp iinrlp-r thf. : gi I Jm™ Jwtjrtf gt»ip, Wo**!!-,. o&out 

in a cave unaer rne ■rdl v^pid hAVKNKiuaHrnmniu 

rocks, but it's cursed) F WB 


note 

Shop l \ irraik shnpkrcprr sells .Vu.ilih Pillions, Slit C»in ink In 
characters in Mtarflini Rank J) 1 ruubd Juur (Rank 7 ). 


South of Shop F is an empty house. When you approach it, a 
man in a jester's outfit approaches your party and a eutscene 
begins. He knows a great deal about Alaron, his troubles, and 
his quest, and he also implies that he is the Wizard of the 
Fourth School, much to Alaron's amusement. West of the 
Jester are two empty houses; the farther one has some Spice 
and Gold in a booby-trapped pot. Disarming it will be easier if 

you equip your 
Mechanician with the 
Tinker's Gloves first. 




Now it's time to find that rumored treasure cave. Head back 
up to the upper level of Port Saiid and poke your nose around 
north of Shop A. There's a cleverly hidden path that leads 
down to the beach. Take it and walk southwest along the sand 
until you reach a small 
cave. {If you didn't 
meet the Spirit on the 
road, you will meet 
him here.) 




Enter the cave and snoop around. You'll find a powerful magic 
item called Shamsuk's Amulet, and you'll also find Shannsuk's 
Journal, in which he complains that the other four wizards are 
avoiding dealing with Rabisat, The most important item in the 
cave, however, is the Light house Scroll, found near the well. 

^ -^ | You need this to 

relight the Lighthouse 
flame. Alaron makes 3 
Journal entry when he 
finds ft. 
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Once you've explored the lighthouse and rekindled the 
flame, leave through the front door and return to Port Saiid 
via the route you took to reach the Lighthouse. Meet Captain 
Amann at the end of the pier. It’s off to sea. In a cutset! ne, 
Amann prophetically remarks that the sea looks a bit rough — 
-aC i ■ — - j soon a huge storm 

“1 kicks *P- 


With Lighthouse Scroll in hand, it's time to relight the 
Lighthouse flame. Leave Port Saiid and follow the path until 
you reach the three-way crossroads. Take the unmarked path 
and follow It all the way up to the Lighthouse. You'll fight a 
few Wolves and Ogres along the way, and there's a group of 
Bandits and Wo Ives f 

blocking the door to 
the Lighthouse. 

but none of these _ 

should present much 
of a challenge to U 

your party. 'v M 


Gryphons attack the ship, and once the party dispatches 
them, the storm begins in earnest. Amann believes it to be 





-- 

$ 

trt » v M r 


flTiVi HHBI 
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s 
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the work of black magic hut Alaron isn't worried, because he 
tied Yeraza's Stormbreaker branch to the helm. ..or so he 



thinks. Being a little 
unfamiliar with sea 
life, he actually tied it 
to the mast, which 
keeps it from function- 
ing correctly, Amann 
Steers toward the first 
island he can find' 
unfortunately it's 
Chaos Island, where 
an enormous stone 
skull greets them. 


The Lighthouse's front door is booby-trapped. Disarm rt and 
enter. A large group of Bandits is waiting just inside the door. 
Take them out, then head upstairs. You'll find an enormous 
unlit lamp. Press ® next to it to automatically use the 
. & | Lighthouse Scroll to 

light the lamp. Go 

back downstairs once 

I 

the lamp is lit. 


There are only two Other rooms in the Lighthouse. The first is 
a storeroom with nothing of interest, located beyond a 
wooden door next to the entrance. The second is a small 
cellar {which you access by ladder), where a pack of Wyverns 

ure of Curing and A > < " ft 

Healing Potions. You ' J* ’ 

the Wyverns or 

engage them in InfeJL . . | 

combat for the XR Yf 




Unsurprisingly, Chaos 
Island is Uled with 
Chaos Monsters of all 
shapes and sires; 
Chaos Scouts, Slayers, 
Sorcerers, 
Spetlweavers, 
Stormers, and 
Troopers swarm the 
Island, ready to tear 


K. n □. ifa don." wot rv, illouks 
ftornto Enough '.u r,c. 
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Once the cutscene ends and you have control of your party 
again, head southeast along the strip of grass until you see 
stairs to the southwest. Head up the stairs and walk west until 
you cross under a ■ q — 

stone archway and ^ 

see an altar with a red 7^ 

humanoid pacing on sf.' I m 

it, This is the Marquis, , . m\ 

the lord of this nsland, Lw I) , \&l r 

Ask him questions * ^ r % 

until he challenges „ 

you to a fight, ' - "0 ^ 


note 


Tn leave Chans island, all you have to do Ls enter the Chaos Temple (sec below), ex.ii it, and rciurn to the spot where you landed on the 
vllOfi 1 , Aiiwnii will have the ship repaired and you tan leave forOadawgh's Island, McjvJteVfcr, Chaos Island provides iippcirf unities to quickly 
pick up much XP and Cold, and there are two magic items worth gming: the Marquis Amulet and the Teleportation .Scroll. 
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After leaving the altar room, you enter the next room. The 
two rooms to the right and left of the entrance have gener- 
ous supplies of Gemstones (and guardian monsters, of 
course}. Farther down the hall, there are alcoves to the right 
and left with false walls that slide away when approached, 

T h, — - i Behind them are 

levers. Pull the fevers 
to open the skull- 
mouthed gate to the 
, ’• , -■ _ ■ ■ ' next area, located in 

, ' \ L the room at the end’ 

^ of the hallway. 


^ no Qne m your party has Entrapment 
Magic or Wands (such as Wall of Bones, 
Frozen Doom, Web of Starlight, etc.), there is 
almost no way you will be able to defeat the Marquis, Even 
seasoned fighters will rarely be able to do more than a couple 
of points of damage to him, and he can destroy just about any 
character with a couple of blows. If you do have Entrapment 
Magic, lake him on. As soon as you can, cast an Entrapment 
Spell. If it succeeds, iii — 

the battle is instantly 
won, and you get the 
Marquis Amulet for 4 1 J 

your troubles. 


The skull gate leads into a cavern with a sand floor. There's 
sma II pH in the center of the room; Stand at The bottom of it 
and press ®. Your party appears in another cavern, under a 
portal, The cavern is crawling with Goblins. ff you run straight, 
bearing left at the fork in the tunnel, you will come across the 
exit for this area, if the gate is closed and you cannot pass, 
head all the way back out the way you came in, start running 

down the stone path -i ti 

leading to the Temple, 
and fall off the Side 0-f ^ ( 

the wooden bridge to 1 1 ^ , . v 

land in the room on \\ _i_ - < 

the other side of the # * J 

gate. There's a lever in A *[ | * "Y\ w 

front of it that opens l, i ^ 

tha gate, K, ,a *3^ I 


To get to the Chaos Temple, double back to the southeast 
and follow the ascending stone ramp until you reach the gate. 
The first floor of the Temple has only two doors! the one you 
entered through and the entrance to the next area, which is 
another small room with only two doors, You'll find the exit by 

-t fa - t, heading through the 

| ^ doorway in front of 

" ' you and following the 

l« wall counterclockwise. 


Ft>pfu ea*** wciH £3 1 IJot-ei 


Whether you fall off the bridge Or pass through the gate, you 
enter a room with knee-deep water and a Portal that links to 
another Portal {on a small peninsula to the northeast of the 
stairs leading to the Marquis and the Temple}. After you pick 
up the Teleportation Scroll and the Marquis Amulet and hone 
your characters' skills on the Chaos Monsters, there's no rea- 
son to hang around. Meet Amann where yog landed on the 
island, in the waist-deep water in front of the giant stone 
skull. A cutscene plays as you approach Amann, and the party 
I j S i | leaves for Cradawgh's 

Island (which Amann 
also calls Manner's 
Isle), this tine with 
Yeraza's 5tormbreaker 

L , stick properfy 

\ ^ attached to the helm. 

- / 1 , The magic seems to 

‘ be working, and they 

>W ”4 j land on Cradawgh's 

’,M Island. 


The next room has an altar at the far end, with Chaos 
Spell weavers and Sorcerers patrolling. Defeat the monsters, 
then take the Teleportation Scroll from the altar. The exit from 
this room is right next j rfi 

to the entrance. 
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The first thing you see on the island is a smashed hut — Et r s 
the only hut on the 
isfand, which is not a 
good sign, On the 
eastern side of the 
wrecked hurt is a stone 
path. Follow Ft until 
you reach the mouth 
of a cave. 


Enter the cave. To the right of the entrance are two Portals 
locked behind 3 gate that no one in your party can open. 
Search around the areas of purple light for three treasure 
chests, two containing Curing Potions and one containing a 

Sense Aura spell, 
proceed through the 
door you did nor 
come in through, 
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From the cave's exit, bead northeast up the short, steep 
incline, and then northeast along the grassy ledge until you 
see a narrow pathway with a Chaos Mauler pacing at the end 
of it to the west. Run to the end of the path to trigger a 
Cut scene. Chaos Monsters have Cradawgh and seem to be 
sacrificing him to cast some sort of spell, Alaron interrupts, 

^ — -i and the party is 

thrown into combat 
with the monsters. 


Leave Port Saird and take the road to Talewok- Along the 
way, you' , il likely encounter the wandering Spirit again, near 
Talewok. Tell Him to "Get out of here!" and he'll meet you in 
jfr I Ter mi nor. At the 

crossroads, take the 
Talewok road to 
enter the city via 
the southern bridge. 


After defeating the Chaos Monsters, the dying Cradawgh 
explains in a cutscene that he won't live long enough to cast 
the incantation to give Alaron a True Name, and he asks 
Alaron to carry his body to Talewok and deliver it to Ardra, He 
says that Alaron must seek out the Jundar Zaratas in the 
desert, warns him that Rabisat has sent someone for some- 


thing) named 
Pochangarat to bring 
Alaron to her, and 
telb him not SO fear 
his "other self.' 1 



Your first stop should be Ardras chambers in the Wizard's 
School She invites Alaron to the funeral and encourages him 
to read the books in the Wizard's School library to prepare 
himself tor what's ahead. She also mentions that she has an 


old Jundar friend 
named TamberJain 
who runs a tavern in 
Term! nor, and he may 
be able to help. 




Return to the shore near the smashed hut r where you landed, 
and Amann will take you back to Port Saiid. You tan get a free 
night of lodging at the four Winds Inn by speaking to Mia la's 
father, asking if there’s a way to send a message to Talewok, 

I snc * es ^ t0 


,,H«svr True i oeLr m 

Sh* ^KUJLtof stuu’a.,. I iruahr 
■rwwe hr ckj s4l LL,. down... Eagiuc 


After leaving Ardra's chambers, you get a quick tour of the 
library. Ardra encourages Alaron to read as much as he can 
(high l.o remaster skills come in handy here). When you are fin 
ished, head to the burial site due west of the Inn. Prince 
Sheridan is there. He reassures AEaron that all is well in 
Gwernia and scoffs with disbelief at AJaron's tales of mon- 



sters. Walk forward a 
few steps after speak- 
ing with Sheridan., and 
Cradawgh's funeral 
begins. 
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Act four: Cerminor and Sbamsuk's Cower 


Enemies 


Outside the Terminor gates, Ala con runs into his other half, 
the wandering Spirit, and this time it's not speeding back- 
wards. It delivers its usual cryptic warning about the dangers 
ahead and the need to join with Alaron, and attempting to 
join Alaron with his other half will result in S battle that you 
must flee to survive. The Spirit tells Alaron to keep looking fo* 
him, and vanishes. You might encounter him again (and have a 
similar conversation} a little farther up the road where the 

stone path to 

Terminor splits from 

the dirt path. ; I 


With Cradawgh laid to rest, it r s time for Alaron and company 
to leave lor Term i nor. Purchase any equipment and get all the 
training you need in Tale wok (making sure to save some cash 
for the finer wares of Terminer}, then leave the town via the 
southern bridge and follow the path until you come to a cross 
roads, follow the path that leads to Terminer until it ends 
abruptly at a giant 
bog. Tins is the 
Dnrkling Br,g; mwy 
characters you meet 
in Terminer will 

refer to it, i!* t- oi j* * ' 3* 1 


T he jester from Port Saiid is waiting for you 
at the gate to Terminor. He says he'll give 
you a reading of your future once you 
"come to view the tower" (whatever that 
means) and that he'll meet you in the bog. 

The guard at the front gate is 
hostile toward Alaron and Gwernlans in gener- 
al, However, he has some Interesting bits of his- 
tory to share about the former Jundar empire and 
the hostility between Gwerma and Terminor, Aftet 
speaking with him, enter the gate. 


The paranoid traveler you met on 
the road to Erromon is here, and he's 
his usual unhelpful self, though he does mention that the 
bog is filled with lizard creatures and urtdead. He also tells 
you how to get to Terminor. Unfortunately, his directions 
are as bad as his people skills; you actually want to head 
back west until you reach the cliffs overlooking the 
water, then head south along the coast until you cross 
the stone bridge. After the bridge, you'll pick up a 

Xi dirt path that 

^ U will take you 
. straight to 

r Terminor. 


pnmapitKs.cami 


* Dust Oevil 

■ Minotaur Lord 

* lijrth Hitmcnral 

* Plague Xambii: 

* Fire blcntenw 

■ Sah til, mtlcr 
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- ShjmMjk tfn; [Nccronuncer 

* Ciam Skcltioii 

• Skeleton 

* Harpy 

* SkdcTon Fiber 

* 1 irfllmUind 

• Stone Golem 

* 1 jrpr Scorpion 

* Imll 

* Lizard Man 

- Wight 

! » l.i/.jnd Man Sergeant 

* t^iilh 

* Mintkorc 
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Hole 


Nothing of in Safest is on the northern side of Term i nor "s first 
level except a stairway leading to the second level of the 
town and Shop A, Most of the shops ir Terminer are only 
open during daylight hours. At the well west of the entrance, 
(hero are two former r — - 

residents of the min- 
ing town of Pome ^ " 

who narrowly escaped 
when a sorcerer with 

a twisted staff ‘ . . jgj 

destroyed the town a ' jttL 

few days ^go, The 

sorcerer sounds like JK 

the one who \ @ 8 $ ~ i 

menaced Oriana, X /I 


■Shop As shnpkfccper sells l ! (rt Masks. 
Strength Potions, tlrrai Swords. 

I Icdiri^tMfker Duws„ Scythes, Amulets of 
Ihirlii nh.inUiui t.'tuak.i, I "Ni 1 «■ 

Gauntlets, arid Gemstones. ili can 
train yciur ch.iiaavv- in huifmn 
(Rank 7) and Merchant (Rank 7). 
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Act four: Cerminor and Sbamsuk’s Cower 




Northeast of Bodecia's niecej along the same wall as the 
empty house and southeast of Shop CT is Shop D. North of 
j!i I Shop D is an empty 

house, followed by sn 


1 B lw jPDLij ■ci'wec y kf IMS »mmta 
[bet mi en mm 


prtmaL)din^s.coin 


You'll find more activity on Ter minor's second level. The first 
door to the northwest of the entrance is to an empty house. 
Following southwest along the building, the next door opens 
into an empty armory. Near that door, you'll find a storyteller. 
Ask him about the "Shriveled Heart T and he'll tell you the 
story of the sorcerer Elisheva and his ruby heart, which is still 
buried in the Darkling Bog, After you listen to his stories, he 

will give you 
information about 
the Darkling Bog 
and the Jundar. 


Th*? houses south of both the well and the entrance to 
Terminer are empty, with one exceptions the Staggering Ogre 
Inn, located at the south end of the city. The innkeeper 
(TambertainJ waits out front for you, and you can get a room 
just by talking to him ■ r* > — 

outside the building, 

After you spend a 
night at the ihm 
Tamberiain also offers 

to sell your characters ^ ^ 

some pricey but 1 

extremely valuable 

items, In the Inn, ^ 

you'll find Niesen, but Lpjry^ Vtf 'p 

hold off on that for 

right now. ' — ** — 


Following south along the same wall, you'll find {in this order); 
an empty house, Shop B, Shop C, and the incline to Terminor's 
third level. Southeast of the incline is an empty house. 

Outside it is a woman who looks uncannily like King Phelan's 
late wife, Bodecia. It turns Out that the woman Is her niece, 
and she doesn't have high opinions of her distant Gwernian 
relatives, or of Alaron and his party, She tells Alaron that so 
many of the houses are empty because there is a plague in 
-rs i - — - i town, apparently 

started by a bad ship- 
merit of meat from 
Erromon. 


note 


Shop B's shopkeeper Siils Ariiuluie t (uring, Heating, Restore, 
jrul Stamina Potions Gemstone*, Herbs, Sapphire Gems, and 
Spins, He cun train characters In Alchemist (Hank to), I teller 
(Rank 10), unJ Merchant <H,mkl)- 


note 


Tambcrlain sells Charisma, Strvngtli, anil tlelensr Pinions, lire 
blanks, Pikes, Poleaxes, Spears, Spikes, Rillgi of Healing Bonin 
of Adamant, Hoots of Speed, jimdar. Shields, SpMl Shields, and 
GenuhHKS, 


Shop C’s shopkeeper sells Bows of IccunKy, Dragon fangs. 
Great Bows, Hcarlsceker Ekm v. Ltllig Bows, and Tinker's Cloves. 
He can iraiti character? in Vlcchaniditn (Rank v>, Merchant 
(Rank Hj, and El anger (Rank 5), 


Shop IJ's shopkeeper sdls Charisma Potions and Harps of Igonc. 
She ear train chjnrten in Diplomat (Rank 7.1. I .n remaster (Rank 
li), Merchant {Rank •<), and Troubadour i Rank so). 












ciai ©trdtcijt) (l?u'ioc 


j Heading up the incline near Bodeda's niece 

takes you to Terminer's third level. Along the northeast wall 
erfe urt empty house end an empty shop. Along the southeast 
wall is Shop E. At the northern end of the third level of the 
~ 0 — - j town is an incline to 

Terminal's fourth 
level which has noth- 
ing but a few foun 
tains and a house 

. > h : locked beyond the 

picking ability of your 
- . best thief. 


Tilt locked hOki.Sf Ort Temtfilftr'i fourth level in Mapo's Hfiu^ T Tfl 
access it, speak to Tambcrlain after spending x night at the 
Sniggering (Ijjit Inn. and ask him aboil I Magi*. Tambcriain will 
(till you thil M.ipu h .1 Wftani withmiL 3 True Vamr, rose in 
power until he could nut control his magic and almost exploded 
into a magic storm when .1 lynch mob 1 rii-J 10 kill him. He was 
■l .1 left crippled, cared for 

by bis wife. Legend has 
it chat he killed a nuns- 
wife during his rage, 

Vsu j I 

dm mg chc mnn ms ant 1 

<■> ! 5 L* ‘ d" and sending him into 

^ _ (he Rng to live aparl 

w - fltUll hllitldililv J 3 iht 
'd “ Wild Stan iif the Hug. 


Shup t’s shopkeeper sells Arid flasks, Mevp Cias Masks. add 
Sense Aura Scrolls. She tun tr,iin characters in l .n rriTM s [ it I Hank 
hh .Hid Merchant (Hank j). There ure aku sumc books in her 
shiip thai characters wiih high I nrcmAsier skills can read. 


After Luttbcrlain tells 
wnman waits outside: 


you the Story. visit Magn's FTtuise, A 
left her that Tamhcrlain sent you .md he 


you 

Court mum and she will 
open the door for you. 
Inside is a woman who 
veils Aura tif I 1 l - li ill 
Scrolls, L>arkncis 
Scrolls. Stamina Strolls, 
Vs. Secramjiia Scrolls, 
and Spice- .!■ i«e can train 
you r characters in 
Merchant (Hank ;) and 
Wizard (Rank p). 


Once you've sufficiently explored Terminor, return to the 
Staggering Ogre Inn, A cut scene plays as you enter. Alaron 
tells the disbelieving guests about the Necromancer's mas- 
sacre of Pome. At that moment, a badly wounded survivor 
stumbles in, confirming Alaron's tale just before she dies. 
Then, Niesen shows up and relates the story of his flight from 
Pome. He saw Shamsuk questioning the miners' wives in 
Pome before ii was ■ r.\ - 

destroyed il you toll 
him "I've be-en think- 
ing about Pome 
my5elf.,, J ' and 'T J m 
with you,' f he invites s 

Darkling Bog, destroy 

the tower in it, and Hjh&M ~ H 

then att ack, the /Sri r ^ % ^L W \ 

Necromancer. uH? V. ' 


When ynu mrrtC lu (hr basemcm of MajpVs Hiiuk, where M.igsi 
jnd his wire sh. approach them rn begin a cut scene conversation. 
Alamo recognize* M.ipo ns ihr * rippled old mm I rum his vLriim 
with Antra. If Alaron tell k Mlpii amt he. wile jbuul hiv tyuc.M fur 
hb line %□!!«+ they hnth hecnrqr upset and irll Alaron TO go 
rfr I Into hiding nr else ihc 

same thing that hap- 
pened to Mago will 
happen 10 him, Magn 
also rcvCu Iv 1 in b.irk- 
* ■ ► wurds-speuk) that the 
Jllfldir Wizard who 

> y Stopped hi involuntary 

can he found 


Niesen insists on hav- 
ing S party strong in 
magic. You'll need a 
thief to climb the 
tower and Niesen to 
enter it. To take 
Niesen, you must 
leave behind Abrecen, 
Arturo, Keel in, or 
Godric (whoever is fn 
your party), The dis- 
missed character will 


rampage 
in l he smith, in a 
chasm. 


wait for you at the Stumbling Ogre Inn. (If she wasn't in your 
party when you entered Ter minor, Keelin is also in one of the 
rooms at the Inn r but there's no point in inviting her yet — your 
fourth member must be Niesen). Once you choose Niesen for 
your party, you can't drop him until you successfully assault 
the Necromancer's Tower in the Bog, 


we gnn i he fees* we norm th* 
haver, vc MU Shmhsuft, 
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16 FIRST ttKSi 


Side Quest: EiislKua's Comb 


fgi I EUshrvsi'f! Tomb is near 

. the Wild Man of the 

Ka|), north west af 

SHani silk's Tower. 

AppruJCh ihe erumbied 
/W Unne steps and enter. 

r -.-A Several Zombies defend 

m ihr lim Icvl'E, and 

/ V thwv’s a ladder down to 

/ the seuxul level. The 

Ty smmil level is a long 

hall wily with akfnen xu either side c on taint coffins 

marked with Liyplic Writing*. Ai [he end of the hall h, 
.] rnerm with nci l r.tl smashed iheMs, two bnnbv- 
ir.i|vpetl t hcMSr a psieof in -a sure, and .« honir of 


Once you've done all of your shopping, equipping, and train- 
ing, leave Term i nor via the front gate. Follow the stone path; 
when it meets rhe dirt path, head north. You might encounter 
the wandering Spirit here. Follow the dirt path back to the 
Stone bridge you crossed, and then take a sharp right (south- 
east) and follow the river until you see a flat grassy hill to the 
northeast, and the river chasm stops. 


undtJd k-d bv a Wrjitfci 


One nl the tHiulhv- 1 nipped chests contains Lllshrvifv 
1 k-jri, Jilrmp with tfii'nl 1 It - : I ? i tp, (.urm^ jdJ -SilmIlIl 
PfjtiiwK. j .nod Ji- il of Spree, < .emslones, 

W I l-arrb, ,irid a Y|. Star Wiiul The other contain* 

similar E'litinn 1 .. i iold. ,imi ‘iipi'll aimpirnculs, The 
pile of i re nsu nr i nr l tide s snme mure ( 1 « Id r 
(iriTMluniv jnil t-JishevjS Stylhc. 


Walk northeast around the flat hill until you 

come to a Zombie standing in the middle of a 

patch of sand. Enter into conversation with it 

(which leads to a fight with multiple 

Zombies). After defeating the Zombies, 

proceed through the narrow passage- JM 

way to the north. Follow it until you 

see the dark green grass of the ^ J 

Darkling Bog. Head southeast, 

keeping to the flat part of the 

swampland. 


flk Continue to the southeast for quite 
some time until you come to a 
■ - broad, fiat clearing in the swamp 

^ with a few murky streams and 

several weeping willows. There is a large hill with a 
flat top in the distance. Approach the Hill and circle 
around it to find the Tower of Shamsuk the Necromancer. 
(IF you're having trouble locating H, refer to the map and 
follow the streams.; one of them flows right by it. 

— Additionally, the 

Wild Man of the 
, Bog is nearby — 

. to the northwest 

1 \ J ■ near an enor- 

,:Jj. mous tree with 

^ exposed roots— 

; T ' and he can give 

_ you directions. 

: Elisheva's Tomb 

's55>' W is also nearby; 

ift I see the sidebar.) 


QO 
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HC FIRST MS& 


Two Stone Golems protect the Tower, Even if you can sneak 
ground them, engage them in combat; they're a good test of 
your party's readiness to enter the Tower. After defeating the 
Stone Golems, move to the scaffolding on the Tower's right 
(eastern) side and press ®. At the top of the scaffolding, turn 
left (south) and go 

through two eonsecu- _ 

tivc doorways to 
reach a r am p facing 

downward. You will UK 

also find a pouch 
containing Stealth 

Potions and the Black - *3 

Key (one of three 

essential Keys for the r ^ 

Tower], Approach the ^££4 

ramp and press @ — S 

to descend. . & — 


At the bottom of the ramp, go loft and follow the checkered 
tile pathway to a white door. Go through the door to find 
yourself on the same tile path, floating in the middle of the 
sky. Continue down the path, keeping left- Halfway along it is 
an invisible pathway to the left. (You can't fall off the tile path, 
^ so don't worry about 

~l^ ,r ^ That; when you're look- 

..II ing for the invisible 

one.) Run to the end 
of the invisible path' 
n way and press ®, You 

ri T enter a semi- 

circular room with 

^ Q'^ W,:iteir 00 


Turn left from where you entered the room and face the por- 
trait with water flowing from it, Press '.*) to be transported 
into a fiery room with Hellhounds immediately to your left. 
Sneak around the Hellhounds unless you have strong protec- 
tion against Elemental 
magic, because their 
Di ,iqo F I, i m «:■ s can 
qu ; Tly duslmy y:-ur 

party. Take the ramp 1 . 
tit the left of rlu- I 

entrance all the way j 

down 10 l he v/h lit 
door Hi the bottom, 

skipping the first pas I /? 

sageway to the left. J 

Enter the door 


ategtj C?uii>c "| P® 





In the next room, follow the checkered carpet across the short 
hallway to the door with the white squares at the opposite 
end, Pass through that door The next room is very similar to * 
the last one. Along the middle of the right-hand wall is a 
painting of a landscape with moving clouds. Face Et and press 
® to take a secret door to a bedroom. Along the left wall of 
- 7 > the bedroom is a 

small wardrobe with a 
chest inside. 


The chest contains the Bone Key, which you'll need to finish 
the level, so pick it up, then head back through the painting 
to the hallway you were just in. Go to the end of the hallway 
(Alaron's right as he exits the bedroom) and pass through the 



door to enter another hallway- This one has a pack of Zombies 
pacing the floor, and the exit door is at the bottom of a ramp. 
Defeat the Zombies, ih 

approach the ramp, 

descend" 



The ramp ends at a small room with two doors that have flam- 
ing skulls above them. Choose the one closest to the entrance 
(the leftmost one, as you f&ce them), which takes you to a 
small corridor with two portraits of a woman on the walls. 

Walk to the opposite end of the room and go through the 
door. In the next room, take the door at the end of the left 



wall {the one opposite 
the stack of crates), 
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Jlcf Tour: Cerminor and Sbamsuk's Cower 


This next room, a la bora lory from the looks of ft, is a little 
tricky. After entering, walk straight ahead exactly 13 steps, 
turn loft walk up to the wall, and press ®- If monsters inter- 
rupt you, defeat them, return to the entrance, and start over. 
If you've done it properly, you should enter a large circular 
room with a fire in the middle and an enormous Earth 
Elemental pacing around. Run directly across the room to the 
large portrait of the 
woman end press ® 
to enter another 
magic laboratory. 



The exit from this room is the downward ramp with the ornate 
eyeball over it. Press ® at the head of the ramp to enter a 
small hexagonal room with Plague Zombies in ft. Fight them if 
you wish, then exit the room through the door opposite the 
one you entered through. You'll be in another hexagonal room 
with a booby-trapped chest and a statue of a woman in the 
center. In the chest is a Helm of Charisma- Exit through the 
door the statue faces; there are portraits of demons to either 
side of it, and the 

r one to the left is 



upside down. 


In the next room is another statue—a man holding a staff. In 
the trapped chest next to it is Brekior's Firestaff. Exit through 
the door that the statue's left hand and staff point toward; 
you enter a corridor wfth Grant Skeletons, Halfway down, on 
the left, is a hidden door. Press ® while walking along the wal 
to discover it and 
pass through. 


ir.t 








”^= 



Take the descending ramp past the Stone Golems in the next 
room, follow the ramp down, and take the second door to the 
right (it's purple, with gold handles that look like an X). Run to 
the end of the next room, a short hallway with a door similar 
to the purpfe one at the end, and open it to enter the Bone 
Room Maze. In the Maze is a Minotaur Lord with the Blood 
Key to the Tower, some Potions and Spice, and some other 
treasure lying around, You have the Bone and Black Keys, and 

you need the Blood 
Key to finish the level, 
so be sure to find and 
kill the Minotaur Lord. 
The Maze might seem 
confusing, but there is 
only one sxrt besides 
the door you entered 
through; it's located 
on the Maze's 
western wal). 




a 


IWuMdiieAvtnda 
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Exiting the maze takes yog into a warped hallway guarded by 
Plague Zombies. Run to the end of the hall, to ihe floral- f pat- 
terned door, and enter the next room— a hallway with a blue 
zigzag pattern an the floor. Run left to the end of the hallway, 
which is guarded by Wraiths, and go through the door. In the 
circular room you enter, head down the ramp and press © 
at the end of it- 
Cohtinue running 
down the ramp and 
enter the first door 
on your left (purple, 
with X-shaped gold 
handles}. 


wjrgj 

| 1 



r 

f 

o 

* ■ — & 

|ff ' 


This brings you to a short hallway with a psychedelic doorway 
at the end. Enter the doorway by pressing and press ® 
repeatedly as you follow along the (eft wall fit's quite a hike) 
until you discover a secret door. St takes you to a very short 
hallway, at the end of which is a door. Go through the door to 
enter another circular halfway patrolled by Wraiths. Again, 
press ® white running along the interior wall of the circle to 

find a Secret door, 

You appear in another 
small hallway with a 
door at the other 
end. Walk through 
that door. 
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rtmas Official' titrate cjtj Ciii^c 


This takes you to a smaft circular room 
with a column of energy in the middle and a 
Wig hr guarding ft. Defeat the Wight, then Stand in the center 
of the energy column. Leave the column and backtrack to the 

outer ring of the psy- ~r a — - 

chede I ic leva I . Wa I k 
along the outer edge ; 

of the hall this lime, 
pressing '*J until you 

co me to a s ec ret doo r L^Hp r ^ E w fi , 0 
fit's a panel of slightly Wfr 

different psychedelic 1^^ » ^ 

colors}. As you walk 

through this door, a £jfyj 

cutscene plays. | 


The right Portal is not functioning. The left One takes you 
directly to Qriana's Hut and into combat with Shamsuk, so be 
sure you 4 ve properly equipped and healed your characters 
before stopping through. Once you do; a cutscene plays. 
Rheda tries to talk Alaron out of attacking Shamsuk, but 
Alaron's having none of it. Shamsuk appears and tells Alaron 
that his schemes were designed to keep Chaos from using 
Ataron's Wilding pjowers to destroy the world. He then asks - 
Alaron to join forces with him to drive back Rabisat, but any 
hope he might have 
had of Alaron joining 
him is dashed when 
Shams uk tells Alaron 
that he killed Qriana. 

Worse, he reveals that 
she was Alaron r s 
mother. Alaron snaps, 
and a fight beg' 


The party appears on a subterranean ledge with an enormous 
stone hand extending from it, Niesen marvels at the party's 
ability to get so far into the Tower, then reveals that the curse 
is much stronger here and says he's going to die somewhere 
inside the Tower, Alaron argues with him in vain. Niesen 
thanks Rheda For trying to save him, and she encourages him 
to not give up hope. A flame-covered Demon shows up to 
destroy the party, but Miesen has one Spell that can defeat 
him. He tells the others not to follow him and asks Alaron to 
- - fa — - | take care of Rheda for 

him. Then he ascends 
the stone hand to 
fight the Demon. 

They kill each other. 

■3™ jit . and the party Is free 
r & V s f to exit. 


¥<su*w* Aurt him - 1 torn tom' tMifc 
But new ShomsuH with want to fturt 
vAj bock. Kf Ik wont bo an *um. 


Shamsuk is a powerful Meoromantic Wizard with Wraiths by 
his side, so ensure that Rheda makes good use of her anth 
Necromancy spells. Your characters should be strong enough 
to withstand a good deal of punishment from the Plague 
T ft _ - Zombies, Giant 

Skeletons, and 
■ Wraths accompanying 
* V 1 - -33* ~ . ^j| Shamsuk, so use one 

f - ■ v V * or two characters to 

i - * + fight off the 

^ • 1 ' monsters while the 

jr ( others attack the 

Necromancer himself. 


Run up the hand and press ® when you reach the palm. The 
party is transported to another subterranean platform with 
two Portals at the other end of it- Run toward the Portals, and 
a cutscene featuring the Jester from Port Saiid will play, f he 
Jester tells the party his real name, Farris, and then admits to 
helping Shamsuk. He didn't want to, but Shamsuk was too 
powerful to oppose, so he took on the role of the fool to hide 
his secrets from Shamsuk. After Rheda expresses her disbelief, 
Farris tells Alaron that ■ ■ ifr 

Shamsuk is menacing 
Qriana, Alaron has the 
option to include 
Farris in the party; it's 

a good idea to bring Jl J: 

him, now that you're r T 

now short*a 
member. 


After you defeat Shamsuk, another cutscene plays. Alaron 
calls for Farris, who turns up with the Necromancer's Staff in 
hand and refuses to give it to Alaron because he's afraid of 
what the squire's ■ i ! s 

uncontrollable magic r* 

might do with it. He ^ * 

also tells Alaron that, WH 

with Shamsuk out of *5 1 

the way, Rabin* Mill LUj g k , |£ 

seno her entire army - x p 

to get Alaron. With g' " 

that, he departs, staff - 1 . . 

in hand. I SHtoPtoMrtW [ 


Shamngji, ,* uolcJwFig. Kc"i In Uw 
W&U* Kn in mv ml nil ten "ip h’m 
tlnec,£j^ tiecul nr.il Lhc t tap's wc‘ ti njs 
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■ ildlhmmtE 

* Skeleton Archer 


Eielmioz, FNiisirn, (inlnjr. 

* ( h.HVi Warrior 

* i.i.irj'c Slurfiiali 

■ Stunt Cuk-m 


MchrdjcJ, Shairevat:, 

■ I^SUjl Urtil 
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Ksdithra, As&lm 

■ lljrlh 1 : It niL’ i L-u 1 

■* 3 u^tsh, the Umk’jJ Kin^ 

* VVighl 
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Jlct Tice: Crossing the Desert 



Following the cutscene with Farris, Alaron makes a Journal 
entry on his fight with Shamsuk and Oriana's death. Alaron 
clings to the hope that Oriana might still be alive, but her hut 
is empty. Return to 
the Oisin Porta! (the 
first one you discov- 
ered back in Act One), 
press 0 while stand- 
ing under it, and the 
party is instantly 
transported to the 
ruins of Shamsuk's 
Tower, now just a pile 
of rubble with a Portal 
sitting atop lt- 
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You're short a party member due to Miesen's death and 
Farris's departure, so head back to Terminer and go to the 
Staggering Ogre Inn, Not only do you find Keelin and Arturo 
still waiting patiently for you, you also encounter two new 
playable characters: Baird the Warrior Poet and Donovan the 
Stuck -on-himsdf Swashbuckler. Baird makes a good replace- 
ment for Arturo, and 
Donovan makes a 
good replacement for 
Rheda, so go ahead 
and add them to the 
party- Purchase 
equipment and train- 
ing as necessary, then 
leave Terminor via the 
front gate. 
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Follow the coast along the southeast until you come to a deep 
river chasm, Cross the bridge to the east you'll encounter 
some Trolls guarding it, as Trolls are won l to do. Defeat them 
and continue, southeast- The green grass of the terrain gradu- 
ally shifts to the gray 
stone of the moun- 
tains, and the lush 
trees become leafless 
as you continue south- 
ward. Keep heading 
south through the 
desert valley until you 
come to a magical 
blue barrier: the 
Jundar Gate. 
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me, of ED'-iThC. UKllvOur 
presml *iurtl WU Ukjnfl SJ>C 
sbmirta PoJref IrUlTp. IWOOt die! 
nsTtlmjar 


Press 0 at the Jundar Gate to begin a cutscene dialogue with 
the Guardian of the Gate. The Guardian forbids Alaron 
entrance to the Jundar kingdom unless he can answer the 
Guardian's riddle. If you wooed Pandara in the Dryad Forest, 
you can consult her via Pandara's Amulet, If you give an incor- 
rect answer to the Guardian, it will unleash Fire, Air, Earth, and 

Water EEementals, 
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which your party must 
defeat before you can 
try the riddle again. 



The proper responses to the riddle are: 


i 'thtaii say yflui? 

m&Me 

■2 'I nt:w> some unit-', 
to Hunk. c,Ht L Ai 
li.ukVii? sjwijil 
3. 'Lbeet: is om flirt 

LhAt S VOtlttS AllO 

umies Atone 
■i 'somr i.hnn'i cl si 

t '] know my - 

C*L fllfL 


Once you've answered the riddle, the Guardian lets you pass 
and wishes you luck in Ugarit, which is farther southeast of the 
Gate, A short distance past the gate, Alaron runs into the 
wandering Spirit again. The conversation is very similar to the 
others they've had, Continue southeast toward Ugarit; refer to 
the map to Stay on course- After you cross a long land bridge, 

you see an enormous 
black and purple 
structure. This is 
Ugarit. Keep running 
toward it and enter 
through the front 
gate, a black pulsating 
doorway, 
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Act ffot: grossing (be Desort 



mu 



Ugarit is the chy of the J under, a magical race with blue skin„ 
The Jundar are not accustomed to seeing humans in thoii city, 
but that doesn't keep them from selling a good deal of equip- 
I - - -rj a — - a rnont and training, 

V even if the hospitality 

,v \ \ leaves a bit to be 

J I \ \ «U desired, Ugarit is 

\ ■ divided into three 3ev- 

els, The entrance 

v I * * T rll(? '" itv IS Dr1 

upper level 



Shop A, which is only open during the day, is at the extreme 
northeast end of Ugarlt's upper level. Pressing 0 next to a 
crate near the back left waff of the shop reveals a tunnel to a 
secret passage out of Ugarit. The tunnel also holds three 
hooby-trapped chests. The first holds a Defense- Potion, 
Gemstones, and Gold. The second holds Curing Potions, 
Steakh Potions, and a Web of Starlight Wand. The third con- 
tains a Phantom 
Cloak, Leather Soots, 

Gemstones, and Gold. 


A 'v .\h< ip keeper a tils Flff Flasks* 
Poriuns. Uoim.mi l)jri%, Lanins, doth 
- arid Ltiilhrr 1 r mnr. Ml 1 can triin thiT- 
in '‘■Irrrhjnl .Rafik 9), Mcalth (Rank 
Tiii l i Rank io>. 
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Moving southwest from Shop A, the party will pass by the fol- 
lowing doorways, in this order: an unoccupied shop to the 
south, an unoccupied shop to the north, an unoccupied shop to 
the southeast, an unoccupied shop to the northwest, the main 
gate to Ugarit to the 
west, an unoccupied 
shop to the south- 
west, an unoccupied 
sltop to the northeast, 
an unoccupied shop 
to the southwest, 
stairs leading down to 
Ugarit's middle level 
to the north, and 
stairs leading up to 
the Inn to the east. 



The downward stairs near the Inn bring you to Ugarrfs middle 
level, which is slightly more happening than the upper level 
To the southeast of the stairs on the middle level is Shop B. 
Walking around the middle level in a northerly direction, you 
will pass (in this order): an unoccupied shop to the northeast. 

Shop C to the south- 
west, stairs leading to 
the lower level to the 
east, an unoccupied 
shop to the west, an 
unoccupied shop lo 
the east. Shop D to 
the northwest, and 
the Library at the 
extreme northeast 
end of the city's mid- 
dle level 


note 

Shop R‘v xhnpkccper sells Ikiw.s of Ucuracy, Dragon Fangs, 
tineai Hows, I Ltmtwckrr Bows, Hunter's limes, Ixsng Bows, and 
Short Hows, ftbir ran train characters in Merchant iRank 
Warrior (Rank to), and Missile iRank m). 


ilote 

Shop Ck shopkeeper seJIs Hattie Axes. Broadswords. Enchanted 
Hindi's, Grr<it Axes, f Lreat Swtirdy Ice .SlilciiCrS, Maces, Mauls, 
PiiIljbcs, Sahrc.x, Scythes. Jitafi’s, and S words of Might. She can 
train characters in Merchant (Rilrtk X). 1 laired ..Hark in), Role 
(Rank ini, SwiirJ ■ W.uik i 0 ), mid Shield < Rank ?)- 



note 

Shop IT's vhopkiicjipr sells Leather Cloaks, Jumlar Liauwlrix. 
l*|jle Gauntlet*, Boots of liianuiH, Leather Uwit.S, Woodsman's 
Roots, Mercenary (kits, Cloth Vltvnr, Jundar Leather, Leather 
Armor, Beast Hidrv and I UT 1 1 mu mi I lidcs. She can train 
characters in Dipin mil( Rank io), Me rchant. (Rank H>, ^nd 
Ranger i Rank H‘i. 
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The Library has three colored beams of fight, similar to the 
light emitted from Portals, Standing in the blue beam and 
pressing ® takes you to a subterranean room with three 
books open on pedestals; Letters and 1 Treaties,, Thoughts on 
Lesser Races, and Beneath the Barrow's Stones, The red beam 
takes you to a room with three more books: The Exploits of 
Zara t as, Betray sf in the Dark/rng Hills, and FLE5 ViVf flOF.,. 
The purple beam takes you to yet another room with three 
hooks: A Strange Oid Journal, The Book of Spirit, and The 
Book of Songs. There is also a Jundar woman in this room 
who sells Acid Bolt Scrolls, Brilliance Scrolls, Control 
Zombie Scrolls, Solar Wrath Scrolls, and Helms of 
Wisdom. She can train your characters in 
Lo remaster {Rank 10), Merchant (Rank 3), 
and Wizard {Rank 3). 


Taking the stairs from the middle level brings Alaron and 
company to the lower level. To the north is Shop E {you have 
to go through three rooms before you find the shopkeeper}, 
to the northeast is a golden sculpture, to the east is the 
Palace, to the south- 
east is an unoccupied 
shop, and to the 
south is a garden. 


1 1 VI t 


Shu|i l”s shoftkirepcf sells Web of 

SudL^ht WjiuIv, Dispel tkm'ntjl, 
Frn/fii r>oom. Stellar Grimly* Vs, 
Fltirunuil, atid Web of Si artfght 
Srvdlb. litii' Can tr.tirt L’hirarters in 
Vkrrltanl i ltank 71 and VViv.ird 
(Rank 101- 





After reading the 

books, pieces of a story begin to come togeth- 
er, Zaratas is a Jundar war hero who some- 
how tamed a Giant Red Serpent (a Dragon?) 
in the desert, Also, In an area raffed the 
Barrow lie the bones of a Jundar gener- 
al named Lugash, and a magical Horn 

is supposed to be buried near him. Finally, From the cryptic 
FLE5 MV ROF book {"FOR MY SELF"), Alaron deduces that he 
must find a wizard in 
Maxxen to join his 
Spirit to his body. 


* * * 

Enter the Palace and head all the way up 
the blue pathway, A cutscene audience 
with the Jundar Emperor, Zaratas, begins. 
Alaron explains his situation to Zarates, who is 
horrified that the unnamed Alaron came to 
Ugarit. Zaratas cannot name Alaron.: only the 
Dragon Rooughah can do that. Alaron needs 
to find the Golden Horn of Kynon and play 
it for Rooughah. The Horn is in the Barrow, 
which is west of Ugarit, and Zarates tells 
Alaron to avoid Maxxen on the way over. He will have 1 to 
defeat seven guardians and then fight an undead king to get 
the Horn, When Alaron gets the Horn, he J s to return with it to 
Zaratas. Zaratas also tells Alaron to visit a nearby human her- 
mit, He lives in a 
canyon to the north- 
west and is cared for 
by Sholeh, a Jundar 
woman. 
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Fyrsit is the- powerful Wizard that Mago tried to get Alaron to 
visit. Fyrsil tells AEaron the story of how he did not help Mago 
in Terminer when Mago was unnamed. Ter minor was nearly 
destroyed, Mngo went mad, and Fyrsil lost his eyesight. Fyrsil 
can't name Alarcm, hut ho can help him an his quest. The Licit, 
Lug ash. Etas [he Horn of Kynon. To get to Lug ash, Alaron must 
defeat his seven captains, take their gifts, and return them to 
Luigashr This will open j -r fr 

Lugash's home and 
allow you to defeat 
him. 


half 'buried in the sand, and then go almost true north (slightly 
northwest) until you come to a gap in the northern rock wall, 
The gap opens into a downward passage guarded by 
Gryph ons„ After defeating the Gryphons, run down the path 
to (he southwest until you arrive at the bottom of the canyon, 
,; t — I then head in a gener- 

ally southern direction 
J along the cavern floor 
<<■ At any forks in the 

i Odd, b Mr L O 1 i i : ' ■ rip -1 

r^'-T’^iHir^N^g—jy and w (J 90 „, g . 


Fyrsit accuses Zaratas of treachery lor telling Alaron not to go 
to Maxfcen. because the only weapon that can defeat Lugash 
is the Sword of Lodin. found in the well at the Maxxen ruins at 
the end of the canyon you're in Follow the well to the bottom 
and open the hidden door to find the Key. LJ$« ihe Key to 
igr I open a second hidden 

r door, Once you have 

finished your conver- 
sation with Zbiratas,. he 
will train your parly in 
gfe [ Merchant (Rank 7) and 

'\ W Shield (Rank ID). 


Side Quest: hellhound Caue 


EL yon want Hr (nek <iji MMJU' rrpwkmr (and j Itcll id Tdcptsrt i. 
hi.Mil dlH 1 Wf?it from Uji.iril, tTCKSilift * land bridge and [m joint 
three nlc Ml Sr Turn south and run toward ihv bl nis.h-gC.iv pillar in 
the ilkunru. Villi urrivt.' .it a \lone rauriyartl. Walk on in the Mind 

I Eu- nnirtt ,lii,I .md Ini 
' *Hp,| Inw ii down Lint i I voir 

/*> I IfllllOUIlds ilTlll I .n.« 

^ j fi-Et pm I ’■minp lii the 

—0 . - — — middle nE rl. 


I iH-nh me no?, boy, 1 uat Hacort ■ 
Suaral i Ft vfiiir HUIHU m tfuj^I 
ram# We Nim fra" I- nsnain. 


At the bottom of the pit ils a locked door to the north This is 
the entrance to Lodin's tomb. Vou will need a charac- 

ter with a Thief skill of at least Rank E to open it. On the other 
side of the door is a hallway guarded by Giant Skeletons and 
Plague Zombies. ■ _ < &, — - 

At the end of the 
hallway are three 
doors Pick I he lotk 
on the left one and 

head through it. J **tf ; 


After the first fork, you find tho human hermit Fyrsil on a 
sandy ledge lo l he east; the female Jupidar Sholeh cares for 
him, but she's not there al the moment. Speak to Fyrsil; he is 
b valuable source of ■ ^ — 


| I m -V|L«R Lhi 

kymvi l>0on.' 
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Run through the short hallway and open the door at the end 
of it. You appear at 1 he end of another hallway that runs to 
the right and 15 guarded by Skeleton Archers. In the booby- 
trapped chest at the far end oF the hall are He riling and 
Curing Potions. Pick the lock on the door next tc/the chest to 
enter the noxt hellway, which is guarded by Wights and Glartt 
Skeletons, In the chest in the middle of the hall is Lodin't Key. 
Got it. and then backtrack to the hall with the three doors, 

Use your best Thief to 
disarm the trap on the 
center door, and 
Alaron wifi automati- 
cally use Lodin J s Key 
to open it. 


Leave Maxxen and climb out of the pit the same way you 
descended into it. Backtrack north out of the canyon and stay 
to the right at any forks in the road. You should wind up at 
the top of the path leading into the cavern — the one that was 
■yj i guarded by Gryphons 

" 7*1 when you first found 

$V - - it. Head southwest. 

^ - ffjjfl Keep heading past 

L f the first land bridge 

you see to the north 
and take the second 

.M^Spkii mm whic is only a 

short distance past 

Lu^tish in h cref Wc imuaE QunJtcn’ . if- , 

B | Cort*, twlsmie w lUnnw onitur? tne itrsu 


A cut scene ptays when the door is open. The ghost of Lodrn 
cries out that Lugash is on the march, and he calls for his 
sword and armor, ■ - T ; . 

AlnrOn him those 
days are past, and 
Lodin gives Alaron his 
Sword, (which he calls iL -^9 
Fate) to fight Lugash. 
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Continue north, through the path between two large hills. 
Once you pass this hills, turn left and run west until you reach 
a stony rock wall, Turn left at the wall and run south, parallel 
to the wall, and follow the wall as it curves west, A goblet- 


primftfcimtt'ttm 


shaped mesa appears 
before you, in an 
expanse of blackened 
land. Run to the 
northwest, and a 
cutscene automatically 
plays as you approach 
the Barrow. 










) 



prim a? (Dfftciaf 6>tratc&i) Cjniibe 


Approach the Barrow mound. There 
-EjT' are seven boulders, each with a different 
rune in front of them, scattered around the 
mound. These are the Keystones for each of Lugash r s Barrow 
Guardians. Standing on a rune and pressing (jp unlocks that 
Guard ian's Keystone; the boulder rises Into the air, and you 
Can confront the cor- 
responding Barrow pp» 

Guar dian in the 

Ban-ow below to take 

the gift that Lugash I HHp^ 

gave him. Remember: 

To unlock Lugasb's : 

lair, you must get a . \ '• * \ *p|k\™ 

gift from each of the 

seven Guardians. I I W(,lU hiff * 1113- 


After giving a gift to each of the seven Dragons, return to the 
Barrow via the hole on the north side of the Burrow mound- 
Descend the stairs leading south from the wall of black marble 
^ in the Barrow and go 

through the door at 
the bottom. Walk 

- i * - clockwise along the 

spiral path until you 

t W Jli . , come to an open area 

V ^ ' JM* * where Lugash stands. 

Approach him, and a 

r '~~ M culstene begins, 

~ m which leads into com- 

bat with Lugash. 


Lugash is immune to all attacks except Lodin's Sword, so use 
other party members to cast defensive magic and heal each 
other. It's a pretty easy fight, and when it,'s over, the party 


To enter the Barrow, stand on one of the holes in the ground 
on the Barrow'S north side and press Once In the Barrow, 
locate the crypt with the same rune in front of it as the 
Keystone boulder you just opened and press ® to enter into 
combat with that Barrow Guardian, Once you defeat the 
Guardian, return to the Barrow surface and activate the next 
Keystone. The Keystones can only be activated at night, and 
in a specific order (see map): Behrooz (the Spirit drake Helm), 

Nasim (the 
Stormdrake Claws), 
Golnar (the Firedrake 
Fang), iM eh id ad (the 
5tardrake Aegis), 
Shatnevar (the 
Magedrake Ring), 

K set hr a (the 
Nightdrake Mantle), 
and Assim (the 
Irondrake Plate), 



The Guardians are very easy to defeat, especially if Alaron Has 
Lodin's Sword, and their gifts appear as treasure items after 
you defeat them. Once you have alt seven gifts, exit the 
Barrow and enter through one of the holes on the south side 
of the Barrow mound, This brings you to a large square crypt. 
Seven dragon plaques 
hang along the west- 
ern wall, each with 
one of the seven 
runes in front of it. 

Stand on each rune 
and press @ to give 
t h se appropriate 
Barrow Guardian gift 
to I he Dragon on the 
wall. 




gets some nice goodies, such as ihe Staff of Lugash and Royal 
PlatertiaiL The gate to the room adjacent to the one in which 
you fought Lugash opens. Enter the room to find three treas- 
ure chests. On« contains a Bow of Thunder, Spice, and Gold. 



One contains Healing, 
Restore, and Stealth 
Potfons r a 
Spell breaker Axt*, 
Herbs, a Sapphire 
Gem, and Gold. The 
other contains f i 
Control Zombie Scroll, 
a Witch Ring. 
Gemstones, and Gold 


In the southeast corner of the Barrow is 
the Horn of Kynon, Approach it, and 
Alaron automatically picks it up. With 
the Horn In hand, exit the Barrow. 

Head southeast along the path you 
took to the Barrow to return to Ugarit. 
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Enemies 


Your characters head into what appears to be a battle situa- 
tion, As the Spirit moves closer, they bacome ensnared in the 
vortex of the shadow. Keep skipping their turns with f i until 
the Spirit moves dose enough to touch Alaron, A'iaron blacks 
Out and a cut scene plays, I Fashing back to the Goblin raid that 
interrupted Alaron J s naming ceremony as a baby. The spirit 

and Alaron finally join. zi s ■ 

Alaron wakes up to a 
concerned Brenna 
looking down at him. 

He tells her that for I ^ C ,s 

the first time since the J - L 

quest began, he feels * * " ' 

complete, though he 

still lacks a True , H 

Name. A% « W r 


< ili.i r?> M, infer 
(!huK Sluycr 
t ihacis Sprllivmvcr 
Delicti] 

Draco vi i m 
J'in.- R lirnicnUJil 


Pirtlmrd 
< liyphrtn 
f Irllhouiid 
Mimicur? 
Minuu.ur 
Mxntil.iur 1 .i>nl 


Once you've returned to U gar it, head directly to the Palace 
and speak with 2a rata s in the throne room, Zaratas praises 
Alaron for his bravery. He tells the story of how the Jundai 
became separated from the great red Dragon Rooughah and 
says that, with Alaron's recovery of the Horn of Kynon, the 
Jun darts dark days g t 

might be at an end. 

He also tells Alaron to Hk || 

go to the Dragon, ^ r^i 

who lies deep in the b * * 

cavern 5 of Erromon,. , i*- • 

show him Lodin's ''\ rt .r jdSgl t 

Sword and the Horn 

O' Kyron, then ask j ■ ■. jf r 4 

Rooughah for his True 

Name. 


Continue to Erromon. You can eithar hoof it the entire way or 
use the Portal in the ruins of $ham$uk's Tower to transport to 
Oisin forest and walk from there. If you stop in Term! nor on 
your way to Erromon, you find Dougal at the Staggering Ogre 
Inn. He's a well-rounded Wizard, Thief, and Warrior; beat of 
all, he doesn't wear purple armor, so you might consider 
Tt y — replacing Donovan 

with him. 


Take care of any necessary business in Ugem, then head 
northwest out of town until you reach the J under Gate, Along 
the way. you encounter a Jundar traveler who tells you that 
the forces of Chaos are on the move. Immediately past the 
Jundar Gate is Alaron's wandering Spirit Enter into conversa- 

i f $ y lion with it; it doesn't 

matter what you 
choose, because the 
fc 'Y Jr conversation ulti- 

cT ► ** mately comes down 

i 3 ]J to Alaron joining , 

. flftfifHtaMKl' with the Spirit, 


f-f n w iSer:» ■ n Et>o Z hC’nfters uf 
Cnro^Or;,. , F ur VBtf ;hc ** i rt! r- 
S«rvoni« iMiVtf u-G?reto<! Hm-. Pf tir-. 
“ Nsliflngws iih e yovr-j,. . 




76 


FrimdaiimtftCMi 






Her Six: Return to Crromon 


map 6-1 
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cavern through any 
Mi ran house, Yerajea is 
in the second long 
tunnel to the south 
just before the two 
shopkeepers. 
Approach her 


Gotzone- meets Alaron at the entrance to Erromon. She says 
that your war against the forces of Chaos is succeeding and 
that Yeraza is waiting for you in the cavern tunnels. Enter the 


wliKaMttXQtti 







Alaron asks Yeraza for access to the Dragon. 
Yeraia accuses Alar-on of trying to subjugate the Mi ran as the 
Jundar did in the pest. However, cooler heads prevail, and 
Yeraza offers to help, She is reluctant to enter the Dragon's 
subterranean home, hot she unseals the door behind her and 
tells Alaron he may pass. Open the door and take the lowest 
of the three paths on the other side of it. Follow the path 
south, fighting Minotaurs and Minotaur Lords until you reach 
-7 ft - — ~ | the door at the 

other end. 


— — — 


The Dragon Key is Fn a chest in the northernmost alcove of 
the cavern. Get it, and heed west through the caverns. You 
must cross a stone bridge guarded by Firelords and run 

through tunnels teem- 
ing with Fire 
Elementate and other 
nasty beasts. 

Continue west until 
you come to a large 
wooden platform. Run 
up the ramp onto the 
platform and press ®. 
Alaron is transported 
to Rooughab's lair 


p. < 


If Doug a) is in your party when you reach the 
door, a cutscene plays. It turns out that he is 
actually a double agent, loyal to Rabisat, and 
he is wild with desire for the Horn of 
Kynon, He won't give it up, so Alaron 
attacks him,, and a battle begins with your 
party versus Dougal and several Chaos Maulers, 
Chaos Slayers, and Chaos Spellweavers, Even if you 
win, you'll still 
be down a 
man. Maybe 
the guy in pur 
pie wasn't so 
bad after all. ... 


r 


Rooughah nearly fills the entire room. Approach his 
head and press ® to begin a dialogue. The 
Dragon tells Alaron he is the first of the 
human age of mages and asks him to 
T pipy the Horn of Kynon, A cut scene fol- 
lows wfth Alaron playing the Horn, A 
great fire erupts and Alaron demands a 
True Name. The Dragon tells him ho knows 
his True Marne: Alaron. A huge magical burst 
fills the lair, Rooughah flies away, and Alaron 
returns to the rest of the party in the 
Erromon tunnels. 
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Pass through the door. Speak to one of the many Mirari 
Dragon Servants in the cavern beyond. They try to dissuade 
you from seeing Rooughah. Answer their questions any way 
you like; they will tell 
you only that there is 
a Key to the Dragon's 
chamber. 



Alaron tells the group that it's time to go home. Backtrack out 
of the cavern until you reach the door Alaron entered 
through. Yeraza and Gotzone wait for Alaron on the other 
side. Alaron tells her he has received his True Name and 

thanks Yeraza for her 
help,. She tells him he 
is welcome back in 
Erromon any time, 
Gotzone then inter- 
rupts and tells Alaron 
that the forces of 
Chaos are gathering 
outside Gwernia for a 
final assault. 
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ENEMIEJ 


Many high-level monsters, creep along the battlements, so be 
prepared for a few scraps. At the top of the stairs, turn left 
and run counterclockwise around the battlements. The first 
monsters you encounter are Chaos Maulers and Chaos Majors. 

/a — 1 Past them is a 

Marquis backed up by 
Fire Elementals. If you 
have the Marquis 
■ Amulet, now's the 

If* : IS If *■ . time to use it, 


Chaos Major 
Chaus M.inU'i' 

'■ ju(u Warrior 
[’ire I k'niL’Jil jI 


Ykirqiik 

Uttth^n^arjE 
1*i iiu'i' ShrriJjn 


After finishing your conversation with Gotzone and 
Yera^a, head north up the main cavern and use the 
Portal that links to the one in Castle Gwernia's basement 
If you chose Dougal for your party and he betrayed you 
in the Dragon's cavern, consider picking up Keelin or 
Arturo (Abrecan, God Pic, and Rhedo are too weak 
for the challenge at the castle) in Terminer before 
■■ ■ . __ I heading to 

1 .Vwjbv s. Gwemia, 


After destroying the Marquis and the Ffre 
Elementals, you find Prince Sheridan. When you 
approach him, Sheridan admits his jealousy of 
% Alaron. He also reveals that Phelan took Oriana as 
’ his lover while Bodecia was dying. Phelan and Ghana 
fathered Alaron, who became his favored son. Sheridan 
then confesses that he's been in league with Ftabisai the 
whole time and that 
he turned over 

■ 

Pochangarat, who w ~ 

i k killing the King M , 

i as they speak. LI v m ,, rtlro . « 


After you've teleported to / 

Gwernia, climb the 
ladder to the Wizard's 

Tower and run clockwise around the stairs. You 
encounter Gaboon, who tells Alaron that King Phelan 
is in the midst of battle on the castle's upper hattle^ 
merits. After the conversation, continue up the stairs 

and toward the top y iiy 

level of the castle. v ‘- 


I ho conversation ends, and the party begins 
combat against Sheridan. It's four against 
one, and Sheridan doesn’t use magic, but he 
is welt armored. If your party has good 
armor and many hit points, the battle should 
^ i be a walk in the park. 

Surround Sheridan 
and treat him like a 

^ pihata until you're 

victorious, then take 
^ ^ ' ' J Sheridan's Sword as 

‘ n the spoils of victory. 


Si£K pf udiciiina ti>ni tint 
AbrecEm im le ar rau‘nrFiiff|( 
mnnuey er . I'm SKK cf Ihtit 

Tiob Gioiirlcm alu Tf *M 4 an i« 
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Jfct Seven: Che final Battle 



Immediately after you kill Sheridan, 
a cut scene dialogue begins 
between Alaron and 
Pochsngarat (whom you will rec- 
ognize as the huge monster from 
Alaion's first vision iri Oriana's 
Hut). She tells Alaron that he 
ruined everything for Chaos 
when he took a True Name, 
and that he Could have had 
enough power to burn the 
world, but instead settled for 
being merely human. This 
leads to combat with Pochangsrat. 




/V 


I! 



Pochangarat uses lethal Frozen 
Doom and Fireball spells, so be 
sure your party is protected 

against Star and Elemental magic. Mirror spells are extremely 
handy, even if they don't reflect spells cast on, your characters, 
they at least tel your characters resist the spell. Physical 
attacks work best against Poehangarat, especially if Alaron 

has Lodin's Sword. 



Immediately after Rocha nga rat’s death, another cut scene 
plays. Alaron challenges the res* of the forces of Chaos to 
come out, but there are none loft. Alaron is stiff in a killing 
rage, but Phelan calls out to him, and he calms down Instantly. 
Phelan is dying from wounds suffered during his own battle 
with Pochangarat, hut he says- his pain is fading now that 
Alaron is there. He tells Alaron that he Is his father, and asks 
him to go to Or i ana and tell her that he regrets keeping l heir 
love a secret and that his kingdom is hers. King Phelan asks 
Brenna to bury him beneath the Great Wail of Knights in 

G worm a. Finally, he 


names Alaron his suc- 
cessor, passes the 



crown to him, and 
dies. 


A final cutscene of Alaron '5 coronation plays, with ell of the 
characters and races Alaron encountered in attendance. Ardra 
sets the crown on Alaron's head, and the spirit of Ghana 
appears to give the new king her love. The continent is united 
in peace under the Gwerniarr flag and the rule of King Alaron, 
and your quest is 
finally complete. 
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Ka 1 Jeii i'i nbnrjle nl Laaisr-iisfievU'd 
enemies, tOm.ln^ ihcm to Are 

Only vs. Lunar 

1 

Solar 

All 

Enemies 

Gemstnw 

404 

Clumsiness 

Stir 

l 

a 

tin /Rank 

Fat^ei lews i tUnk nf vpdt 

- 

t. 

l.unai 

i/R.iink 

Spire 

400 

llfltcrlti 

Star 

l 

a 

pm/Rttuk 

I'arj;et^in5 I DA /Hank of spell 

- 

7 

Neutral 

i /Rank 

Hrrft 

(pOO 

l ; FUiTV'n iDnailn 

Star 

A 

3 

■m/Ranh 

1 jrp-c It fmien mjIU lirnrnuhiiMMli 
far ditrallnn nf vpcH 

Huiran-sif.ed 
laip't ursmallet 

to 

Lunar 

Single 

1 IcHlr 

w 

Light 

Nur 

2 

a 

■ m/R jii k 

thangei. nffthi in dav laEfeeiliijs 

Ni'i n-.i-.[ietci J eharactcnl 

— 


sinJar 


Spite 

400 

Phuto- 

ivnttmis 

Slur 

i 

a 

s m/R nak 

Tarerls regain sfnne ST rarii toutiJ 
fur J urailmi nf spell 

Musibe dav 

* 

Snljx 

..•Rani 

Merit 

VKt 

Stil-. U ill 
Slarilght 

Star 

j 

a 

nn/Rank 

III jlliL-sasldi t /.Spell Rank to 

A mHir value 

“ 

H 

Solar 

Knilie 

Party 

Gemvlime 

U» 

SiirlLdr 

tjtavlfy 

Slat 

1 

4 

lifl/Jtank 

TBplk mijiecneiil rale fedufied 
hi l 'kanknl spdk pnlrntiaHe 
lar^jn 


4 . 

lamiT 

Single 

Spilt 

40<n 

Web nf 
Siatllglit 

Star 

J 

X 

tin /Rank 

Target ensnared in plan in- web .mJ 
laimnhili/rd milil il hffaks fret! 

■ Arpi'miliiij; upon Lu^rtN PS) 

I famart-slfed 
target nr smaller 

to 


Single 

Gtsuw 

SDO 

WhUefrre 

Star 

4 

4 

itti/ttiDk 

lai^ei is warn! nvitKw iiiu' fire 

flilinan-vlied 
target or smaller 

ii 

Sfllir 

Single 

tipke 

740 
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Items 

name 

! frircfl 

KiipurenifiiF? 

Amaranth ftoni 

1 ii 1 1 i 1 K Omul ftmai Qutsi, irstiE hi \rdra ihp Im,'li| Aljicm 


Amulet of Nnc k 

Itr-iki PhjrJikTil -w percent, -5 I-A P -i Warrior 

— 

Bkjiei iilt <»l < i vui fi ia 

f i Diplomat 

Mum Kjnc llftan in paru 

ftapilit 1 Jlnvc* 

+i rmubjdnsir 

— 

Bell oF ] MjjpL- 

Escape i Njiell , +i Brmnr 

— 

Belt of Lift 1 

Chem l FfjLh iipi'Hj, Kedsi Nnrrnnamry n?o percent. + 1 Amai 

— 

B*ft of FckporE 

TclefmnjTioi) . spfFlr, i r Armor 

— 

aiiei xn 

Opim* (Uorv in Shinuiik'i Timxr 

— 

nriJi.ui Ki-\ 

(IpLilN d(.nin> in SkjinmjkA Inmrr 


Hnm 1 Rct 

Opens dtkiri Fit .SluminikS TbWrf 

— 

hnciAv ul AdjrmiiE 

+i Armor 

— 

Ek-mli of Speed 

I laJilc fijtt'EI .. 4 - 1 Armor, +J Flft 

-- 

Ikwn uf Striding 

+ if>X 

— 

IfmhdrrtN far} 

Unlocks WlMnd% Keep rntnti with Trahero's Nviurd 

— 

Cradawgb s liuJ> 

1 ulfllli ipn-M Lei find Gnid-iw gli 

— 

Pannjiib'i Key 

Lalncki Juui Hi ruorli w:lh l).n m.iih'i Vunrd 

— 

1 iIsl Tl .i. l!iiu; $ 

+> Armor 

— 

Gera of St-nsin^ 

Sera* Airra CfpcS F 

Mitv. 15 1 ^ 

of 1 le-alin*' 

Endurtner fspcJJi, n Hcpjpr 


f Etstri df F 

Gnidhing l>ralh Spells RusiM NtiUr, -j HM 


Hdm ofCturianu 

t .Fi armi up i Ap>-1 1 ;■, + j, rHfJnrci Jt 

— 

J Trlpn of DcfniK 

+J Arnsur, Rpsirt Phydcal mu perurni 

— 

1 Idrti hiF 'l^irpL'sH 

l.igbting tpelFj, Wrikt Air i lKi pcrvuttE. fi -»i Armnir. ti Warrior 


1 f-L'Im ‘>1 Wisdom 

*1 Armor. Wf 

— - 

Mom nr Kyend 

+6 I r-Jljh.i J-UUI 

Min. jH [N 

tun J, ii f ijlijiiEl'is 

i-i fJjmdjre 

' — 

Ki Itlil 11 \ F 1 Jl 

4- 1 AT+iHir, -i Sn-dlik 

— 

t Ml fllT Hoot* 

ti Amur 

— 

teiihcrChali 

+ r Armor 


Lriler eu KlutA 

f-rw-' Inlru-matinn jlmui H.ihi>iiiA pluta^jliihi Aluntiii 

— j 

Lcflrr to '1 uarnin 

krt|ulie-J in g,i i tiiibLin Qul'M in i mrmon 

— 

Ugjhlfeouw Sint 

K-l' ll'nbf. Pm 1 jiaiid tjj^hllrnuM- ilimt- 

— 

1 urur It ul l 

fj; Arrnrir 

— 

Manrtraks: 

- Apdl Hirirfi. t} Aff'FrjrcF 

— 

Marquis' -limila-L 

f.umrul Marquis lupdij 

— 

Mi reman Sell 

+t Armnr 


Mirari t.'lsuk 

4-i Annin 


Mum linn 

l>rtm Mtxju PbaM iipdli 

Vfln, 15 IN 

N'jmer's Rioj; 

+ io Spdl Bjllery 

— 

Niphl Jrjte- Mamie 

iJariiiiL-.ii ApL'Iti +i ft rrm it +iSlrjl(h, +s 

— * 

OrianaN ie roll 

btri'ir^Lh l ifvHI * 

Alin- j: Wt rani 

Pandara"-. Amulet ■§ 

1 ran^ptirii fjnAjT.i to Dcwn Gare if vuu an'i j iiiuct' hue the riddle 

— 

Plunlntn Ctiult 

4] Jil L'jJ 1 ll 


RIjH 1 (liriiiHki 

+a Armor 

— 

RobtfatN Aijr 

T 


Ring nf 1 3colin^> 

ftlwiOiiiTllhcSiS 4^ FiAi 

— 

Rnpt* 

+i Thirl 

Mini h,rce a 1'hiiT in pari i 

Sfu musk AmidJrt 

+hj ^pell FUnl try 

— 

ShEuki Arnold 

I'niLn-riiir tv, majpf. + 1 n Arnitir. -j. I:A 

. — 

kjiiricdrjln' Flrim 

Rrriai Bia^ mo jHm'rtir, - 1 1 Armor, +,^,7 


Sluffllbri: Alt 

Dispel Elkratcrui ripdli 

Min,, ao |\ 

ilformdrikr Ctnik.i 

IJtlitning hjh'JEi, -hi Annor 


l inliT-'v Glint's 

4 1 t)A, 41 .ML-ettabieijit 

— 

W'IilFi iiling 

+3 Wirarcf 

Min- ij 9 N 

W'izartf Hat 

~ri ftjwll iEnlErn. -i Wraant 

— 

Wi»rd\ lljnd 

+a* Spell AaOcry 4- ( Wirjid 

Min. 15 IM 

'A 1 Klvl Mil iin 'll lil.H.H.,1 

4-i 



iS5 


priRiapme$.eem 









|IDY| 

KONtCLg 


,i I ^ ! ft i \j ^ w 

kittf ©tratc&ij tlMiibc 


k „ 

JiLla '’ V 4 EBd 1 

|^f^ , 1*!r 


ITihri FIRST A Ym 


» 


II I'd nit Shk-lti 
BOc-kkr 
fihjDS Shield 
F It'ju'i Shield 
lldplili' SliltlJ 
JunJpr .S3ik!ld 
Kilt Shield 
Lifj^l \hhid 
Vlnun Shit kl 
Sojrplur Shield 
'll'!' ri i3,nt\ Shield 
Smalt Shield 
SUnJrjkt Aejji' 
Sun Shield 
iHiwLf Sltk'Lii 
lurEbtell Shield 


SlKCid 


= Solsr-sspcctiid 
chjrJtitr only tharartcr only 


Potions 


flame 

tfKxf 

k'iil E t 

i nntiruuLi:, duinj^t La l.ll^Cl in trimliJl 

Anti-dale Pniu.in 

PcMnli HP Ut' Jile 111 (Ntiswi 

f.itari^nu FVit itm 

TLinjMirjr> tKRio?. In U^litmai 

Clarity Potkiq 

Ttfiipnrjni honui tn limrnwirr 

Curing iSiEiuii 

KfftiKVtra in Jill HP 

Lkfrruc Pwrthjrt 

lVn>pnr?Ti I'm mi cii Armur 

neitedly Prttiim 

Tempura ry bantu Ml I >S 

Flfr FfeJt 

I^Sr - jj±TT 

Lilian « in cnmlMl 

1 lulling. Pftliori 

Rtniwn ,i few 1 II 1 

Infernn ll.nl. 

Mm* jumtrloJ rtir Flank 

Restore fynLliin 

Rcftnm arty >l&ti jfl'uEimJ by enemt nupie 

SHeep ells Fkilliin 

llcjlnt iJintl'n S I in trtrtifar 

SiamStia S^iinri 

IlCCiivtft jEI ST' 

SltrfllTi Mflfl 

T'rnipntjjv In mu* iu Sirdlb 

Slrtnjlll PrUkin 

Temporary boflBk in PS 


HFihi’itilsi fidnK 
Hc^idir^d 



PrMes'noH 


+4 

+i 


Shields 


IIX IlMHlcr 




SUJlih modilkT 


(liter HMlilirt 
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i = Lunar- jLS-pL'iHiid W -Stilar-nspcctcd 

character unity ^ character only 


jffrmor 


llr.i^m I .rather 
(lilt tunl-rJ 1 1 1 l I : ' 
I inhjiiud Plan 


fie IIIhhjlilI 1 1 id e 


lull'll fuic 

ImpnsH'J Plate Mall 

Inrndrak* l%tc Mail 

Jundar Lf-aihcf 

IfJtiicT ArnMir 

Partial PUeitiijiI 

HibETlI* ScaJf 

Kthy.il I 'Ijirnuil 
:kdr Afmnt 
NnurpiNm Scalp 
AtiUn'i Annmr 
TjlewnV \ljil 


i-n manner 


in Per H Milks 



CUcapons: halted 


JMiiinI .Ur 

(■W Mattl 

dub 

t tiMiw Scythi 1 

Cftilfr* Ottb 

ulisflth j'* -Vfi thr 

fjianl Ale 

fltfCJ! Ate 

joiler's M jtr 

Nun) Kin^'e ■lie 

M»# 

"■ I .in I 

Viprniii r 

M;ilf »\ tJInrv Ij 

PuEcau' 


War Hjimuor 


in in I'S 


hn Pcrccsl Dilute 1 1 1 hot f l HI me 5 l Ike it 



| li. I'iilil Jllliri | spL II I 


Hnsilh Nunh : vpL'U ‘i US 


MucMJrhcjdmJcK'Sfc ispellk llrsiii "^om'rDsnjJULZv 10 perrem, 1 m OX 

+s m 


l.itkr I J^liiriinj 3 ejwllj 


Xlirrar ftpetlh, ftaiifat Mn^ie yo pmciu, f-| UJ. 


primwmcs.ecm 
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m capons: lUissilc 


(Ucapons: Sword 


iiim-r KbiWIii I'lKflJ 


BnM^'^ewd 


IJjrli ncsii i.ypt'Hlr Krvbii l ihu( i oo pckl'iiL Ntc.ikH, + 1 f>\ 


DarnialV* Sword ® 


Whilrfire ii'if^D-'lr Kcfist \Etinminn few pt-firni 


iilImciil J- ISlaJo 


Dri|enn ' ipcfl', Ktifti Fire ,d pri'cmE 


Fimifaldc f on^ 


I rwL-ri I >inii(i i^kII', RimisI l ire -w pvurni 


■ ■ i ! i ■ : 1 


t ,il-ji Sw-onl 


StieriiLiB'i Swnrvl 


Jiliort ShvnnJ 


Swnnl cil Mint'll 


OrtAflpkt lipHI'i Tap SUninit, Sjw:ll Huturr} +n 


Wjrt.mj: 


Cilcapons: C brown 


niter tffrllilkf ■nr^is 


£ yi'lnps I liteKur 


[lJlLHt OlibBtT 


Driijun l snip 


Hakllrl 


Slmllmrc Spiers 


Fiaknr i -pL-H' 


Phmmmi I f.n I ' 


riitiiwinu |mii 


mjn. ps 

tm Percent 

lMlh,liU‘ 

10 

hs 

5 

5 

75 

i 

i 


4 

li 

JP 

> 

M 

n 

4 

— 

jo 

} 

H 

id 

■ 

7 

i* 

4 


min PS 

till PiTC^BJ 

DJIH4K 

<7 

4* 

* 

7 

F> 

t 

4 

=£5 

1 

15 

74 

s 

10 

55 

4 

10 

$4 

6 

10 

44 

3 

i 

40 

1 

£1 

in 

4 

J7 

45 

% 

lo 

45 

1 

AO 

Do 

s 

ip 

40 

1 

1# 

W 

4 

7 

7D 

1 

■W 


4 



min PS 

hn V^rcctM 

Jiil lih Mi! 

IKter Hhll'nirf tltfCt* 

lTvlilUSfie% Si .il 1 

M 

70 

5 

Sfh.ll H.i ill n ■ iq 

llrifk.W’fi IHn'Mii ll 

fl 

55 

1 

riripnn Flam-s iHjw-fl), Kmltt I Lrr qu pcnzal, SjH'll Battery +ju 

i h.iin sun 

« 

W 

1 

Dispel i;l?tt(rnijl mpcHi, + It Spell B.Htm 

ItiiiiiiihhI .si .Hi 

It 

VJ 

I 

— 

l>bk *■ 

ID 

Y> 

I 


Spear 

fc 

40 

J 

- 

Suii'pr i.tipisii 

s 

iaa 

1 

Wefcol SinRght i.ipetl 1. ■ |P Sprfl Botlrn 


DJHlf 

mm PS 

hie Percem 

IKISIM.K 

Oiter Mbilmc-S tiikcis 

Hnm Hit' klURKT 

11 

IIW 

1 

nin 

tUiw lit StiirUlin): 

10 

45 

J 

Sir Sliirkt Ltprlli 

EIhivl hi£ 1 himdci 

H 

IS 

4 

iJptenliip.ltpoJI'i 

E uni; Dow 

fS 

in 

4 


Slinrl Ik in 

M 

Ji 

1 

1 










H 4 m>r 

C«il 


KjOiLl falm 


fljndil. Unman 4-1: 


HuftidLl IWwiJ'iip.jn. q i 1 


ILunift (IujiJ'jii 1 4 
X 'l AL-.IrL 




Rjrrnrt Elnaririn h 
E khroet 


Hjrnm tSpadLui is 
± J (i'lh.ir 


Barn™ (iudnJijn m 
k'ucttrj 


Harmw (jiunllan if 
MEhrfid 


, . Hinrirt t.iurdian if 
■j£ '■] \jiEfn 


fiarnm fiiunlijn ds 
^ ’] Shaimar 




1 


t 




SlJl, £.1 ijnl. 


Bear 


BranCa^t 


lima 


10 


. i, .1 1 


la*-® 

( F.aim i.ifulin i ni is 


l±j; 


■ jg j Ch** M-ior JO 


J, v Outft ^ 1 JukrJ- ±e 

C -- 

L---‘] 


© 
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ffjpii'l 

Schect 

mck 4 

Hnati 

mi»iic 

Hirath 

mum 

Rcilmmee 

(perfejili 

SlE 

Philis 

JEP 

UilElK 

Untfur 

Solar 

IHwjbhuhe.; 

l:«b haunLt-d Slade, 

1 1 Itl^VlA 131 J, 
at ilfLinhwiird 

Hi-afEwrlrrlbu,. 
(Lrt Jl Buok r lit 

1 upij Itmv 

1 J|i SlJitJliU, 
lEjhtr, DarfciVrkk. Sptrii 
StiuliL, EVall flf llunr 

- 

Wt-lfUl 

75 

SflLrr 

r Ti,up. im Xflur^l 

1 1 *■ r 1 1 ■ RTiuil-eVnird. 

or Slim' 

Dnigijri LinjE, 

Throw Jnji Inin, nr 
mint 

— 

— 

Fi-iJ 

aW-lOTS 

SnLt 

L 4 lpn> 

1 iinpauHiJ, Elro-iiivAi'rJ, 

ITT V-tW 

1 IroFiwrLcr Un'i 
nr 1 nnji Rnu 

— 

— 

aa “Ho 

utO-.iots 

L mill 

Star 

(dunk SuilhL 

- 

ELIlLlr lire, 

I'-rntm HiMiert, 

|J|a|jf] Mjt 

Wrvsifll ito' 

*5 


Lunar 

Slit 

Llianv Swml 

“ 

Wtiildlre, 

l-rtiKLn IhitiBi, Dkjvl 

Sijt. Minor 

Physlul < me!. 

Ml^rf ..fO'l 

^0 

4 UI 

1 nhjt 

Sur 

r-nrJratf Ean& 

“ 

SVhftrfirc, LVapin 

Frank's, Frami [tawn, 
DiFpdStar 

Phkkiai 1 looi, 
Firt iso: 

w 

-ESjD 

Lunar 

Stir 

CfajtH SliOlJ 


riftltll ll'-inrn. Llikpcl 

SlJT. ttTlitL'fipf. 

DarkncSF 

Pkeiral.iefii 


frTW 

1 nnar 

Star 

£ 'Haiw SkiiirJ 

— 

WhltLTii u. E raii-ii 
| J. 11 ni 1. StjrlijjIlL Shield., 
tViipeL Scar 

PhinEfai Llpal, 
Star (jo-) 

b'O 


l.uiur 

Stir 

E leam \wiarJ 


El haH'Mnv Fiwwi 
fhinm, Dfspil Star, 
Ll^tuninj; 

I*lmiknl irco.1 

OD 


Lmur 

Stir 

E IhHh SlVurdl 


lUUttfltt. Ilieprl Sun 
Fnirirn I^hhu 

I’kTsital •; rdoi 

■pO 


Lkiut 

N L'insmanL -1 ! 

B.*L WlU 1 

- 

- 

Snlin-ifi 

»T 


Lunar 

Vuuil 

Jkar Bilr 

- 


“ 


no 

Lunar 

Chiih 

Trail daw 

- 

- 

- 

3 n 

rxuD 

Subr 

Snntl 

IHijt lusk 

— 

— 

— 

H 

AV 

Si 1 Let 

[llJil'l 

HuarTult 


— 

— 

Hi 

goo 

l.uiur 

Cbia£ 

dun* (>t-itll Vi lllg 

- 

IlL'hdiEaLNn. V-_ 

1 leuKTiial, Mill of 

Itfmt^, W hiitfiic 

HivmcdI 

SLipr ; 2.5 * 


7 iM 

Lunar 

dum 

1 li.M'i Flamtkiljklt 

— 

Fi ruLulL Sullai E Itat im, 

Iii:ii 1 l.iEmri. I"'. ^□^llPl; 

Stil*ri;j» 

WO 

1*11X1 

LillUr 

Clw 

fShwd it* 

— 

3, Fkmenial, OiEkncii, 
Drjjciin Ftarni. ,t .. rnr/tu 
Don hi 

Phvsdcil ..^1 

tv 

5 U, 

Solar 

Clm» 

f.iui". sail 

SpilirS 

Mtwt 

— 

¥ 5 - 
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RfsLsifflicc hn XT 
Keunt ii.iiiv 


mtut 

Httflfk 


mi^ik 

Hliadl 


IlL-hliLjurin. Suflijfln Pfcwfcal^i >- i: ^ 

Murid. I .in i- SmJiCi Hisic 


Cbdun 


Wth nf Scjrii^KL, VtJgfc (iS) 

\urll£5n Miirk. WhilElirc 1 , 
l.^hmln- 

WdIM Bruin. IXarknrss, Mirjy-i vS' 

Cn»vhin^ fH-Jlli, 
rimnMni'M. Mirmr 

I j^tiiHhij; 


[ hum ilwiKnl 


CtttM SdWf-fW# 


( Sinrmer 


15i.ii". 


I jrlli .Slink 1 


! .Imh WjjrHK 


I un-ir ill) 


'hiLiLr.il 


II n j j .11 l! ItiLr 


njrLcp. 1 i.il 


Luiiji !-aii 


%1'Lil r.il 


Wivii-m Slidk 


JJfkdMm 


I hrSiilii j iji- ii , Wimf. 
1 1 j;ki ii iiiii 


Dryad. hmilr 


I I l IMITlI .'I 


|jfllilTrln|t Flarth SniLc, PhyricaS ns;, ji 

Mirror M«nf Mri 


likmcnLdl 


Dryad. M j.1i? 


Rrllilirutirjn, Mind, 
I Ejiknin^ 


Pk iifjl rwyi, fa 
Air nuo; 


I ir mental 


Pkuwl rirail. lid |pJO 
.Hr 1 1 no! 1 


! UrmmC.il 


ElmiL'nUl, Hr 


PtHflirilfififtL i to 4»iD 
E*rt& liiwj 


■SciitjjI 


a ; tfjA demi'nljl. Fflrih> 


Ptryitdd i. root, ru jjw 
Hre i too i 


EkjttL’rtL.il. t ire 


FtemnUal 


rV'icfltlrwH, Its 

Wjlrr I iotJ 


Ikhihuihitl 


FErmmLal. SVaier 


I li .in nijl 


kimslalimi, l>r*pip 
Filmed, i r irrhiiiL I 


(l^loiHipoii 171 
filmic !iei 


I k-in nijl 


Flftlnnl 


Mrm ml itr [ ltj.ii ■■ L . jhrr Or fim J Jsn ml 


Ihilum Dan 


C nhlrn IViwini i 


Nttmmniirv 

in r Ii*ot 


t llJrl'k 


L >0 
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KHlUJflK Rii XP 

({xrceHt) P&litu Walue 


mtki 

Hi [if It 


imwt 

Hi rack 


tetwl Xspwl School 


Gohikt SfiftJHi jorio Sola Vnmmp urCJum Jtahri; of Unp-woml 


Short Bo*rm 
Fhufhi-I 


Glum 


Geilicfn, 'GiJiii 


I'hynkiil^Jp ioi 
Xljpu' m 


Vein rat 


Gflh'rei, JlEnrir 


. tlJleii lid Wide 


Vnnm Dmim 


l.umr 


IVljlmI 


line Mfd SI il r 


i',i[i Stjrmfiia 


l.urtii \ecranuiicy 


Plu mh: jl 1 1 i I, "H 
fire (loot 


Pronin Itrr.ilh llrjjrnn hUwft 


rlcMttftxl 


Hfjlhi 'ii ii J 


TspSLuiu-ru, tnahdnj: Njminj! d^nr 

ItrjllL, % j hi Ml Shield o-t 


Veenituiuev 


H<ihjjdti5in 


Tdp Slaminj. SjHrtl \.irrin]M-lSJ ■?[ 

SliiL'IJ. Crashing Itolli 




RJlBnl |Fif 
tioljiin tiFii^ 


NiewnMno' 


[Jrojjnrt PrcJlH 


fiir(roo|L 
Wnier l-jooi 
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